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fm add The next CRASH will be singing 
for its supper at all good high- 
street purvevors of periodical 
literature from 24 September 
next. You won'tmiss it, because 
H will be the magazine that 
keeps falling off the shelves 
owing to the fat tape cassette 
stuck to its cover — the one that 
annoys the newsagent so much 
because it takes up a lot of 
space. Make your newsagent a 
happy person — buy it quickhy. 
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Strap on your famous 

475 WILDEY 
MAGNUM, turn your- 
selfinto a one man 
fighting force armed 
withpump action 
shotgun, machine gun 
and rocket launcher, 
Now turn the tables on 
the punks and creeps 
who certainly know how 
to dish out the violence 
but may not be so good at 
being on thereceiving end. 
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The big screen classic,in 
which modern day vigilante 
Paul Kersey wreaks his own 
form of revenge on the scum 

and filth that terrorise the 
streets of modern day New 
York. For too long the gangs 
have run wild, un- 
challenged in Raio Peverted 


ape limas 4 

Musgings and bbadios * 
Have become a daily 
“Feature of city life. So 

-* when the chief of police 
turns a blind eye you 
“decide to take over 
where the law left off. 
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| Inote that a letter in Lloyd's 
FORUM mentions with evident 
distaste that thera have been a lot 
of comings and goings at CHASH 
Towers of late. The disapproval 
suggests that the writer would 
rather everyone stayed put. But 
that simply isn't possible — much 
as we alllike stability, peoplemove 
on. 

In fact, continuity of staff has 
been one of CRASH's great 
strengths. Compare us to the two 
other Sinclair publications; hardly 
any of their present writers and 
editors were with them even 18 
months ago. With CRASH, I'm 
here (| know I've been with ZZAP! 
and then LM, but |'m back!), Paul 
Sumner has been reviewing 
consistenthy for over two years 
(albeit anonymousty at first), Ben 
Stone goes back even further, 
Robin Candy's been here (with a 
break) since July 1984, and Mike 
Dunn (the baby of the group 
excepting recent additions) has 
been with us for soóme 20 months. 
And, though the reader doesn't 
ses them much, the production 
team has hardly altered in two 
years. 

Having said that, there nów 
follows a Drigf summary of this 
month's changes! Alter his 
retatively shortstintatthe Towers, 
we say a fond farewell to Gareth 
Adams. He's gone to be 
something electrical at a college 
far, far away, though undouybtedly 
he lIstillbe visible at the wegkends 
in Ludlow'"s Bull Hotel (behind the 
bar). Then we say hello to Sue 
Collett (who's a Doctor Of 
Something). She's lending her 
valuable experience to Barnaby's 
naht elbow with the subbing, 


having recently moved into the 


art department's Matthew 
Uflindell out ofa tight spot when 
his car broke down, they got 
talking ... andhereshe s. 
Thanks also to Daniel Griffiths 
and Colin Evans, two Ludiow 
School work-experience peopie 
who helped out for a fow weeks, 


| this month, and that's the VIDEO 
| REVIEWS. No, we haven't killed 


tha mail referring to them, and 
there is still a definite preference 
tor keeping them in CRASH. 
However, the video reviegwers 
haven't been entirely happy with 











far, and Barnaby has requested a 
month's sabbatical from the 
onerous task of watching movies 
to rethink the matter. 


READING, RATING 
AND ARITHMETIC 


Consistency has been an 
important part of CRASH's 









































we judged software in 1984 no 
not quite an overhaul butat leasta 


comments box and ratings 
system. 


keys is gone. Most arangements 
are ergonomically pretty efficient 
now, and you're nót going to buy 
or reject a game because it's K/M/ 
Z'X rather than Q/A/O/'P. When 


we'|l note that under the new 
Options heading. 

Also incorporated into Options 
is information on skill levels: a 
choice of skill levels is sq rare 


separate heading for them. 
he Screens section has been 
dropped, too, though ifthere's a 


or the introduction to the review. 
| Anditheuse of colour now 
comes under the wing of 
Graphics, because it's often 
artificial to separate those visual 


area. She was foolishly helping the 


One editorial section is missing 


| them off. Lloyd's been monitoring 


tha way we've presented them so 


Success as a revigw magazine, but 
we need to change with the times 
= some of the standards by which 


tanger apply. And this month saw 
significant tweaking ofthe CRASH 


Theold practice of listing control 


control keys are definable, though, 


these days it seems silly to have a 


huge number of screens that might 
be mentioned in the General rating 





elements of a game, 

Finally, à change which will 
enable readers to make more 
sense of the quirks of the 
percentage des “om As well as 
giving a set of CRASH 
percentages for each game, we'|| 
publish the individual reviewers' 


| Overall percentages with their 


crticisms. 

CRASH started identifying the 
authors of eachreview inissue 37, 
and this is the logical next step. 
But bear in mind that though the 
CRASH Overall percentage is 
usually the arithmetical average of 
the three reviewers', it's not the 
product of mere number- 
crunching. 

Occasionally, if (say) two 
revigwers praise a game to the 
skies and one is just a te cooler, 
bringing the average down to B8%% 
or 89%, we might still Smash it. 


A CIRCULAR 
ARGUMENT 


without mentioning any 

names ,., Ivenoticed a 
tendency on the part of some 
people within this business who 
have axes to grind tó send 
Identical letters to several 





publications. While this 
undoubtedly saves them some 
time, it doesn't gar them a 
magazines undying attention. 
There's an inevitable feeling of 
being considered secona-rate If 
vou know you're reading the same 


| words as some other editor, and 


the end result is one more scrap of 
paper in the waste bin. Honestly, 
there's really no point in sending 
circular letters to CRASH. But just 


| to clarify the point, lamnottalking 


about press releases — that's a 
different matter, 


MISTAKES ALL 


| Inthe August CRASH 


ADVENTURE TRAIL, Derek 
Brewster revigwed The Fantasy, 
an adventure from homegrown 
software house Mediandroid. He 
didn't like it much. 

Alter the review was published 
we heard from The Fantasy's 
programmer Simon Jones, who 
says he's made some 
improvements to the game since 
producing our review copy. So 
don't take those ADVENTURE 
TRAIL criticisms as definitive. 


CRASH September 1987 7 






> 


















Obviously CRASH wants to help 
good software on its way, butit's 
more important to give readers a 
fair review than to help 
programmers fix their own 
problems. 

That's why we dor't want to 
reviaw uncompleted games. 50 
whether you're multinational or 

| back-bedroom, if you sendina 
game without the al-important 
finishing touches please mark it 
PREVIEW - NOT FOR 
REVIEW ... oratleastletus know 
exactly what you're going to ada, 


And Firebird (Silver) has asked us 
to point out that Andromeda 
Software was 'not connected 
with" the Spectrum conversion of 
Firebird's Pneumatic Hammers, 
also reviewed in the August 
CRASH, The inlay credis Paul 
Johnson with the conversion, 
ROGER KEAN 
BARNABY PAGE 





We start with Part One of 


New Year. 


your way soon. 


the hostages? 
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IN NEXT MONTH'S 


| STOP PRESS — 
DRWALTON 


LOCATED! 


Just as we were patting 
ourselves on the back and 
relaxing because CRASH was 
finished, nothing more to do, 
Cornetto time etc, Technical 
Editor Simon N Goodwin 
rushed in with a crazed gleam in 
his eye and an address on his 
lips. 

“Hed finally heard from 
D R Walton, producer of the 


Gamester infinite-lives utility | 


reviewed in Issue 41 TECH TIPS. 
DR had given us his address 


incorrectly,  causing some 
readers infinite distress. Here Is 
the correct address; 


155 Wash Lane, South 
VA da Birmingham B25 








NOT ONE, BUT TWO FABULOUS EXTRAS! 


THE CRASH HISTORY 


Each month up till, and including, the Christmas Special there will 
be an extra 24-page pull-out supplement consisting of 12 CRASH 
| covers as originally printed. On the reverse of each Lloyd Mangram 
writes about the progressive state of software month by month, with 
additional notes intimately detailing how CRASH happened. 

Together with the Complete Spectrum Software Index (December 
and Christmas Special Issues), this will build up into a 110+ -page 
part work, which you can collect in a special binder available in the 


THE CRASH SAMPLER 


Instead of merely reading the previews, here's your chance | 
to actually play them, because we've got 'em taped! 

| This unique cover-mounted cassette won tjust have one or two 
demos but loads! We're still not sure of the final figure, 

“but there'll probably be probably nine or ten, and in addition to 
 thelistbelow there's also some top secret demos as well, As you 
can see, these are going to be THE big games. It's on the next 
CRASH, onsale from 24 September and the issue costs an extra 
50p (approximately 5p per demo!) so dont miss out! 

JUST LOOK AT THESE! 

= GRYZOR (Ocean)The mammoth coin-op featuring 

| great graphics and adventurous fast-paced action comes | 


= MEAN STREAK (Mirrorsoft) Motorbiking down 
hazard highway — can your nerves stand the tension? 

= IKARI WARRIORS (Elite) This conversion from the 

| two-player arcade game looks marvellous — can you be 
the warrior to make it though the jungle terrain to rescue | 


m SLAINE (Martech) Licensed irom the eponymous 
2000 AD character, take control of Slaine's mind and 





 SMASHED! 








prepare for brain-to-brain warfare. ; 

= BASIL THE GREAT MOUSE DETECTIVE (Gremlin 
Graphics) Walt Disney's feature-length cartoon hero hits 
the computer. Accompanied by faithful bloodhound Toby, 
rescue Dr Dawson from the evil Ratigan! 

n TRANTOR (Go!) 

Powerful graphics in this first blast-'em-up from US Gold's 
exciting new label. 

n DRILLER featuring FREESCAPE (Incentive) We 
previewed the 3-D graphics last month, now be amazed 
by the animation! 


16 MERCENARY Novagen 

Welcome at last to Targ in the famous 3-D exploration game 
67 CUSTERDS QUEST The Power House 

Zany adventuring fun in Castle Custerd 


| 102 STIFFLIP & CO Palace Software 
Binary Vision's weird and wonderiul Empire period quest 


HONOURS TO... 
4 RENEGADE Ocean 


Street violence hits the screen inthis not-to-be-missed coin-0p 
conversion 
30 JOE BLADE Players 


Budget shoot-'em-up action finds praise from our revigwers 
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OPPORTUNITIES 
In-House and Free-Lance Technical Staff 


Having established the key elements of a well organised and equipped 'in- house” | 
software development team, the company has the following opportunities to | 
offer in Entertainment Software Development. 


| | 
Senior Programmers = O.T.E. E25K | 
Having been responsible for at least one technically exceltent (though not necessary commercially successful! | 
entertainment software product you Du will be experienced in 280, 6502 and/or GBOO0 assembler. YOU will be IGokina Re 
fôr an opportunity to jom an In-house vironment committed tó the development of original products and | 
edad ape sodio Py highest quality dedo veill expect to call on graphics, music and other support functions 
D ghes; re. 


| Programmers = O. T.E £15K 

| Though not necessariky able to show direct involvement in any commercially available entertainment 
sDfiware products, you will be able to demonstrate through Specific routines and demo programs, a 
high degree of technical ability in 280, 6502 or GBODO assembler You will be looking for an 
Opportunity to realise vour ambition to be responsible for the development of technicalty Pa: 
excellent entertainment software products and wilexpect to call on graphics, music and other 
Support functions of the highest calibre, 


Graphic Artists/Muslclans/ n5/Came Designer = O .T.E. E10-E15Kk e 
With Or without formal qualifications you will alreac be working in a free-tance or in- a ua 
house capacity supporting. programmers in your specialist discipline in the 
development of commercially avaitable-to be published entertainment 

software products You will be able to demonstrate a number ofdifferent 

examples Of your work and will be tookina to put your experience to use 

ap ri HE further in the production of commerciaily avaliabio 

pr 


All apoointees to the above positions will pe offered am attractive working 

environment, substantial basic salaryand an apportuni Pe lia 

Welt Che Full su Support Of the compary's management 

in adeitión to the above nities the cômpany has a reguiar ovo Of program 

conversion Cormtracts at attractive rates to free-lancers and is particutariy 
| Keento support prover prógrammers and develooment diaigichohiniado his dad 

have pubs by 3 major brand name original darmes ror all popular machines - 


FE yDu would like to artange am interview to discuss any 9f the above Doportunities 
please write, ghuang Full details of your relevant experience tó: 

Steve Wilcox = Director | 

Elite Systems Ltd, Anchor House, Anchor Road, Aldridge, Walsall W59 BPW 


Mi, 








SL AFENS FROM ARCADE VERSION 





ai SA 
4 | bulhwhlp and don the mantie of the [DM 
| legendary Indiana Jones! Prepare 
| yourself for your most dangerous 
- adventure yet-to storm the evil 
“Temple of Doom and rescue the =: 
| imprisoned children and the magical 0) 
“Stones of Ras! ' 
| Bevare the foes and hazards that block yo 
RREO pos lerda vil fg to ia 
+ finish and polsonous cobra snakes will - 
à ccrtontpldii É You will traverse 
oi nder-ground 
náo cross: “est ida 
bio pin 
"tou will call oral y 


The Home Computer Version of 
the Atari Goin-Dp Masterpiece 


FÊ, Oi Lucasfim Ltd and Atari Games 
Corporation AM rights reserved 
ii Lucasflm Ltd, used under 
Hcence. Licensed ho Lis. Gold Ltd, 
213 Holtord Way, Holiord, Ermingham 

B6 TAA, Teephone: 021356 3386 


COMMODORE 84 cssm 69.99 146 14.95 
AMSTRAD asa 69.99 1: 14.99 
SPECTRUM 48K «xs 8.99 
ATARI ST. 6 19.98 















Producer: Virgin Games 
Retail price: £9,95 
Author: Gang Of Five 


ESB eve! takes place in a time far 
UM now, a time when the 
| nations of the world have 
made peace and all are equal. 
There is. no Third World, there isno 
terrorism, there are no 'reds' hid- 
ing in the closet — but the popula- 
tion has grown out àf contro! and 
ivod supplies are dwindiing. 
Uniess something is done soon, 
famine will devastate the planet. 









their best scientists and mnut- 
ritionists, set up thousands of 
Agri-dustrial' plantations in each 
nation's most fertile and produe- 
| tive regions to end the crisis, 


protein foods, enough to alleviate 
the food shortage wilhin a decade. 





“ Rebe! is so hard W'l have | 
you on the floor in tears = so 
m you have the time and 
patience, it's recommended. 
The graphics are excellent 
and the sound is good, 
though there's not much 
variety in the sound and it 
gets monotonous. Also, f 
you hate wading through 
instructions, remember 
there's nothing to wade 
through in Rebel! e 
































But this miraculous recovery 
has its price. Unbeknown to the 
majority of the population, the 
millions of workers who operate 
the farms were selected and 
drafted at birth, They are kept in 
hormifying prison conditions — and 
death is the penalty for disobeying 
an Grder or not completing the 
work quota. 

Deep within one state-control- 
led soya plantation, worker 
THk2240 makes a bid for freedom 
from her hellish servitude. Stealing 
a crowo-control vehiície from the 
armoury, she breaks through to 
the outer compounds. 













'“ Rebel is another game with 
smooth senna over pretty 
Skirmer. But there are some 
The graphics are brilliant, | 







and | really like the water | 
eect in the rivers running | 
| | through the play area. My 
| only grudge is the lack of 
| sound effects; there's an 
excuse for a tune at the start, 
but hardiy anything sen 









So the world's leaders, aided by | 


These plantations produce high- | 


| e The tar from peaceful agricultural lendstape harbours rebeilious vistonaries fiko 





From thera on, THX2240's 
movements are controlled by you. 
You have one hope: the solar 
beams which THAZ240's 
plantation uses to NB Crops 
during bad weather. These solar 
beams are carried to the fields 
using reflector stations, huge 
mirrors. By positioning the mirrors 











beams to blast through the exit to 
the outside world on each level, 
Mirrors appear in blocks 
throughout each level, They can 
be swivelled through 180 degrees, 
or picked up and moved to another 
location. Take care, though — ff a 
beam is deflected or shot out of 
the compound, one of THX2240's 
four lives is lost. The threat of 
death also comes from the 
plantation's patrol  squads, 
surveiliance machines and trains. 
(Rebel ends when all THX2240's 











network and one mirror already 











| lives have been used, or when the 
bonus score, which starts off at 
500, counts down to zero.) | 
The seroling playing area is 
viewed from above, with the action 
taking place in the central two 
thirds of the screen. 


exactly, you can use the solar | 











&- That's your tank in the centre of the screen, around you the Soya plantation 
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“Games like Rebel have 
been around for as long as 
the Spectrum. Programming 
techniques have improved, 
So things are generaily a lot 
simple, unoriginal and pretty 
impia, unoriginal and prett 
unplayable game. The early 
levels are pretty simple: it's | 
just a matter of wandering 


| around, positioning mirrors 


and dodging the nasties. And 


| | the sound is minimal, a poor 
| tunette 


and virtually 


and speedy scrolling. On th 

whole, though, | wouldn't go | 

for this. " | 
62% 


“graphics -nice characters, a 





[COMMENTS | 


| Joysticks: Cursor, Kempston, 
| Sinclair | 
Graphics: interesting, good 


colour and shading 

Sound: few FX 

Options: ten skill levels 
General rating: an above- 
average arcade adventure/ 
puzzle which demands some 
brainwork 
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“ átlast! Live the legend as 
t bursts into Spectrum life, 


nercenary |5 a concept and 
a half. An entire aHen envi- 
ronment has been cram- 
med into 48K, with a huge 
overground planet and sub- 
terranean city to explore, 
What is most impressive, 
though, is the way the 
game is structured. Taking 
an object to the Palyars can 
infuriate the Mechanoids to 
the point where they won't 
negotiate with vou, and 
vice versa. Consequently, 
correct diplomacy is essen- 
tal to get the best out oÍ 
both factions, The sheer 
depth and Involvement on 
econdtonone, and 
tisfaction  gained 


EPOTT pr Dare SS 1 


EF. Lo 
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"E 
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the 5 


paramount. Mercenarv has 
a great past and now, 
thanks to David Aubrey- 
Jones, Spectrum owners 
have the opportunity to 
qivern a great future. 

PAUL 





| 
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/ CRITICISM 


“ Idoubtvery much if Vibe 


| able to finish such a com- 


ptex game as Marcenary for 
à few months - but what | 
have seen of it so far has 
kept me enthralled. Merce- 
nary is relatively unusual for 
the Spectrum: [ls very 
deep. involving and creat- 
ing a substantial amount of 
atmosphere that is guaran- 
teed to keep you up into the 
early hours of the morning. 
The vector graphics work 
well and retain their scale 
from whichever angle and 
atwhatever speed you view 
them. Even on finishing 
Mercenary you'll be coming 
| back for more — there are 
| many solutions to the 
deceptively simple conclu- 
sion. Packed with hun- 
| dreds oflocations and func- 
| tional objects, you haver't 
| seen innovation till you've 
seen Mercenary " 
| RICKY 





soon: «defeated the Pers and 
an 
defeated. The Palyar Wir | ps 


] rh 
live in a colony craft that hovers 
Hg Eabeve they 
— Binçe the: Prestinium Falcon is 

ama ni “beyo repair, a new 
iara werful enough to leave Targ 
ip gra be found, paderdrs which 
Pd “exploration of the entire 
pen '3-D wortd of Targ and 
acto Jwith its inhabitants. 















tor e OCA Ao air Mio 

and to Sab ajrdo financial Hd 
First, however, ameans oftrans- 

port is essential. Fortunately the 


Prestinium Falconhas crashed 
near an eba where a craft can 


Te Ts irate le can handies 
like a plane: it can fly backwards 
as Weil as forwards — very discon- 
Cortina! — and can also travelalong 
ibn de speed. 







ng the Paiyar 


Ea pasy as mostol the craft 


find some way of boosting your 
“own ship's power with the correct 
equipment. 


= gaming. 
| MIKE 








Producer: The Power 


House 
| Retail price: £1.99 
| Author: Mark Incley 
found on the suriace are unable to 
climb to its high altitude. The ship niggin, the  well-known 
that can it is carefully hid- space pirate, has hidden a 
“den, and the only alternative is to nuclear device on a large 





tour-decked spacecraft. And only 

| £U minutes remain before it goes 

1 oftwith a bigger bang than a yup- 
| pie stockbroker, 

You are charged with the awe- 





rubber k e E | dia e of tado this ietbftim 

appeare om E ommbdore láier contraption and rendering it harm- 

that year (ZZAP! 64 gave it 8% | less— by locating four digits on the 

and has since materialised fo ship in the right order and entering 

by format. them as a code into the device. lt's 
PURE oa tens bi | then deactivated. 







There are 128 flick screens, pat- 
| temed with a maze of corridors 
shown from above. Progressing 
deeper into this complicated sys- 
tem eams you points = but if's pat- 
rolled by a gaggle of robots left by 
| the vilanous space pirate to 
| | safeguard his nastiness. 

|| Dont pause for too long in one 
| place to consider your next move, 
| | ora deadly homing bomb will sesk 
you out with lethal accuracy and 
destroy all your remaining. lives. 
And ittakes quick thinking to avoid 
this killer. 


ia radio pd ot ihe RE Eras 


pa 


“After two years it's 
arrived! Was Mercenary 
worth the wait? Well, the 
game is immensely play- 
able, and contains enough 
variety tô appeal to fans of 
all genres. Exploring the 
city of Targ is an experience 
m the true sense of the 
word, and actually attempt- 
ing to escape is a consis- 
| tent challenge from start to 
| finish = but ill be weeks 
before you've discovered 
all the game's mysterias. 
The vector graphics are 
| exceptional = very fast, 
extremely smooth and 
uncannily realistic. They 
| more than adequately con- 
| vey the feeling that this 
strange, 3-D world actually 
* exists, Everything is there: 
| all you have to do is 
“explore... In a word, the 
answer to my first question 
is a resounding ves". 
| Mercenary isa triumph of 
programming and aspires 
| tonew heights in Spectrum 
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7% 
- That'syou down by the fire sign = It's 
Mayhem 


For protection you need a laser 
weapon, but you have to find it | 
first — and it won't destroy every 
robot. 


| Joysticks: Cursor, 

| Kempston, Sinclair 

Graphics: excellent, fastand 
smooth 

| Sound: atmosphere 

| General rating: an excellent 





and once innovative figit/ 
exploration/achon game 


1 6 “ The trouble with Mayhem is 
Presentation 404 that the game itself has been lost 
Graphics 90% 
Playability 7 
Addictive qualities 97% 
Overall 96% 


instructions are displayed as a 
screen-high smooth-scrolling 
mes — shame you can t read 
t = and the front end is neat. The 
graphics are also above-average, 


SE e je fofo e fo jo: 








| Joysticks: Cursor, Kempston, 


S 


din the slick presentation, The | 


| BEN 
| 6 “The graphics are poorly- 















































with well-animated characters and 
good (fough sparse) back- 
grounds. None of this really hides | 
the dull gameplay, though, and | 
Mayhem has no cs ao | 


defined and unattractive, colour 
is used badly in the status area, | 
there's no title tune and the spot | 
FX are insipid. | cant recom- | 
mend this. * 

41% 


O “Mayhem has the graphical 
presentation of a successiul 
game, but it's spoiled by boring | 
gameplay and story line. ll's easy | 
to pick up, and easy to leave; the 
atmosphere is very shallow. 
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Sinclair 

Graphics: good throughout the 
128 screens; monochromatic play | 
area 

Sound: spot FX of the worst kind 
General rating: a well-presented 
but uninteresting game 


Presentation 
Graphics 


Playability 
Addictive qualíties 
Overall 
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Producer: The Power 
House 

Retail price: £1.99 

| Author: Steve Cargill 


WA ou are alone on a deadiy 
mission: to detect and 
| destroy any planets that 
stray into your intergalactic path. 
Your ammunition has been topped 
up and your breathing apparatus 
is ready. Everything is set for 
takeoff, Zooming up intó the air, 
your craft penetrates the earnth's 








Producer: Firebird (Silver) 
Retail price; £1.99 
Author: Tron Software 


ter many long months 
spent meditating on a 
mountaintop, following his 
victory in Firebird's Ninja Master- 
games, the Ninja is once again 
ready — ready to challenge Zerwin 
The Wizard for the ultimate title of 
Supreme Oriental Combat Master. 
the Ninja fails, death will be his 
only reward. So mind and body 
must be one, and both must be 
all-powertul, 
The Ninja's quest takes place on 
a horizontally-scrolling road which | 


| is protected by the Wizards, 
bloodthirsty armed guards who 
attack tha unsuspecting Ninja and 
throw darts at him. He can jump or 
duck to avoid the darts, but three 
powertul kicks are needed to fight 
off these foes, 

Winged beasties also pose a 
threat - they rush up, arms 
| Stretched forward, and attempt to 
strangie the life from our hero. À 
single punch or kick will send one 
of the foul creatures flying off the 
screen. 7 

At the end of each of the four 
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Z0N8, YOU move amidst the hostile 
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leads to Zerwin's palace, Thisroad | 





























ferent number of points, 
E Get them in the sights.... 
atmosphere at a colossal speed. 

But Earth's enemies, the Cargil- 
Hans (subtle reference to the prog- 
rammer!), are out to stop you-and 
suddenly a band of their fighters 
comes into view. Às you rush into 
battle, one driving thought runs 
through your head: 'ATTACK, 
ATTACK, REJUVENATE.... 
TRANSFORM.' 

The Siingshot screen shows the 
vigw from a space fighter's 
cockpit, glittering with multi- 
Coloured stars. After choosing a 


another. 


Lancelot was a Smash in 


were for Melbourne House, 


CRITICISM 





O “Detect a planet, destroy ht, 
detect, destroy, thats al 
| Slingshot consists of. 


| unimaginative sprites and blobs of 
shading; the sound is virtually 
nonexistent, and the weapon 
system gets really exasperating 
after à whila, because when you 
fire the sights disappear into the 
distance! For the programmer of 
Fighting Warrior this must be a rea! 
embarrassment, but perhaps no 


E RSsE 
complete without 
shoot-'em-up... 
NICK 2%, 


O “I'm appalled by how easy 
Slingshot is — my first go seemed 
to last for ages. But | became 
tired of it very quickly. Slingshot 








levels a powerful guardian awaits 


| There's ave 
tha Ninja. The first to fight is a Ter- 





| from the authors of Ninja Master. 







rble Indian Cobra; then come a | rubbish gameplay, poor graphics 
Highly Technical Triple Armed War | and no lasting appeal, " 

Unit, Ivan Dragovich The Russian | BEN 24% 
Master, and finally Supreme 

Oriental Combat Master Zerwin | € “ Graphicaliy Oriental Hero is 
The Wizard himself, excellent. And the tune for the 





Firebira/Tron Software's Ninja 
Master received 64% Overall in 
CRASH Issue 30, 


title screen isn't bad either. But 
when you try to play, the tears 


set inl Wherever, whatever you 





&- Fullof Eastern... promise?... another battering scene irom Oriental Hero 


f=cos= Ed) | 


Cargillian fighters, destroving as 
| many às possible. Then the plan- 
| ets come into view, and they too 
must De blasted; each offers a dii- 


but 
once you've destroyed one planet, 
don't sit back on your layreis (or 
your Hardies, for that matter). Get 
out there — because here comes 


Programmer Steve Cargill's Sir 
RASH 
Issue 11, while his Fighting War- 
| nor was reviewed in Issue 22, Both 





The 
graphics are a mixture of 


software house's catalogue is | 
a trashy space | 


O “ Oriental Hero is so incredibly 
bad mts almost worth a look. 
everything you'd expect 





might appeal to some as a 
budget game, but it's a dull, 
simple and unoriginal shoot- 


“am-up. Fa 
MIKE 43% 


O "| cant beleve that a 
programmer of Steve Cargill's | 
background could lower his 
standards to produce such trash 
as this. | was immediately bored 
by the same old simple budget- 

stuff, and there's no 


| Originality. Slingshot"is definitely 
29% 


wortf avoiding. 





Joysticks: Cursor, Kempston, 
Sinclair 
Graphics: simple sprites with 
reasonable shading, but 
unimaginative colour and some 
clash 
Sound: irritating FX for engine 
sound, plus a free audio track by 
H.E.X. after the game 
Options: 48 scrolling playing 
areas, two choices of keys 

| pelo à below-average 
game that might have been 
passabte a couple of years ago 


+, EE! =] T És k [o] E a] 
o Ens de Do om pt 
Dera pr io É im 
Marapnics 
Ed avabDilit ADA | 
PESAR Figos de do fume a, Sesi!) 


A ddt=at.ss PR [rp 
Addtetive qualrties 
o prada me A 


do, bg get killed before realis- 
ing H. The terribly hard game- 
play is a real shame, because 


| otherwise Oriental Hero would 


be very addictive as kick-'em- 
ups go. Às it is, you'll soon be 
bored, ” 


52% 


O Ci dont know why Firabira 

insists on throwing out all these 
martial-arts games — none are very 
go00, and they're not presented 
well. Oriental Hero is totally 


unpiayabie; the graphics are very 
baoly animated, with uninvolving 
backgrounds. Firabird | 
know better. " 


should 





Joysticks: Cursor, Kempston, 
Sinciair 

Graphics: large, crudely-ani- 
mated characters 

sound: insipid title tune, and spot 
FX 


General rating: a crude follow-up 
to Ninja Master with unwieldy 
gameplay 


Presentation 
Graphics 


Playability 
Addictive qualitias 
Overall 
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Producer: US Gold 
Hetail price: E7.95 
| Author: Topo Soft 


hile a lone spaceship 
dnfts aimlessiy through 
space, you try in desper- 


ation to fulfil your mission: to save 
your alien race by getting ten pods 
into the incubators dotted around 
the ship. But the ship's hundreds 
of colourtul screens are packed 
| with lovable — and some not-so- 
iovable — aliens, 
| By pressing SPACE vou can call 
up a status mode, which reports 
on your Force and Attack powers 
and the number of pods left, H you 
run low on Force and Attack, they 
can be topped up by dropping the 


around the ship mending things. 
The ship consists of 142 areas 
divided into four zones, which are 
connected by a network of lift, 
doors and air vents. But inside the 
air vents lurk small flying aliens 
which can only be dodged by 
nanging onto the ceiling = just hold 
trght till the danger has passed. 
On entering a lift, your alien 


alive 
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pods in the incubators or by eating | 
the small engineers who trundie 
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undergoes a metamorphosis and 
becomes an array of dots. These 
dois can be guided up or down to 
access any level. Ônce there, a 
simple left or right movement gets 
you back to the action. 

Play techniques include duck- 


H 
(h 


= ... andit's no joke surviving an 
Interplanetary tank 





to be provoked 


ing before you jump — this lets you e 
jump higher and avoid awkward | | 
jutting obstructions, And Your 
defence methods include spítting 
paralysing acid. | 
et: aliens don tlike 























Presentation 
Graphics 
Playability 
Addictive qualities 
Overall 
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'CHAMPIONSHIP BASKETBALL 





Producer: Gamestar 

Retail price: E7.99 

Author: Scott Orr and 
John Cutter 


en seconds to go. Nine, 
eight, oh no = you think it's 
all up to you now. The scores 


are equal and you've got the ball. 
You bounce the ball down the 
court and aim for the basket. The 
ball leaves your hands, Three, two, 
vou store. The crowd goes wild! 
is all the excitement of Cham- 
pronship Basketball, 

Basketball is à game of lightning 
speed for superathietes. It takes 
que: stamina and strategy. And 

amestar claims its simulation 
“helps you develop the strategies 
and skills to make you play like a 
pro”. 


In Championship Basketball 


you can either practice or play a 
| game. Techniques to practice 
include hook shots, jump shots, 
slam dunks, tip-ins, dribbles and 
rebounds. 
| Two players can take opposing 

sides, each paired with a com- 
| puter taammate; or both can play 
the computer; or a single player 
can challenge the Spectrum, 


R OCKMA 


Producer: Alligata 
Retail price: £1.99 
Author: Xavi Martin Pucke 


were Bold and crusaders 

roamed the land, the French (not 
satisfied with Golden Delicious 
and Citrôen carts) held the trea- 
| sured Holy Grail. In an attempt to 
keep this relic of the Last Supper, 
they stashed the wooden wonder 
deep within the Caves Of 
Sabhatez in central France. 


| 1: times gone by, when knights 


Now around this time Richard | 
The Lion-Heart and a few trusted | 


companions had booked their 
summer holidays in Jerusalem 
"Japparently ft's very nice at that 
time of year). On their way back, 
with holiday souvenirs of the treas- 
ure in Solomon's temple im hand, 
they decided to stop a few 


(sjnights and put up tentsina little | | 








neta by an intelligent computer 
ally. 

You can play a straightiorward 
game of basketball, or variants 
such as “around the world" and 
horse”. The object inallisto score 
by shooting the ball into the high 
basket. 

vital skills include passing and 
receiving the ball, shooting, steal- 
ing and blocking. And strategy is 
important: when on the court with 
a computer teammate, you can 
choose from five offensive and 
four defensive plays. 

Look out for fouls, though... 
and now put on your trainers, get 
down to that court and play. 





O “Yawn! Um really going off 
Gamestar. | thought Champion- 
ship Football (also reviewed this 
month) was the pits, but this takes 
the biscuit. The graphics are not 
very well-drawn and the colour 
Clashes termibiy, as usual, Though 
Championship Basketball is quite 
playable at first, after a while the 
bad graphics and beepy sound are 


N'| 


field near Toulouse — next to the 
Caves Of Sabhatez! 

But the French King wasn't too 
happy with all these foreigners 
using his favourite holiday spot as 


a camp site. He was so incensed | 
that, with the Pope's blessing, he | 


sent French troops to move these 


| sword-swingers on: and protect 


the ancient remains, A great 
bloody battle arose with both 
sides taking heavy losses. And 
when all tha excitement had sub- 
sided, both the Englishmen's 
treasure and the Holy Grail had 
disappeared without a trace. 
Hundreds of years passed, and 
the chalice was treated as little 
more than an ancient legend — till 


a bit much. " 
NICK s0% 


o" Every basketball game ever 
written for the Spectrum has 
been a waste of time, and 
Gamestar's recent effort is no 
better than its predecessors. It 


suffers from having just two | 
Players on each side, which | 


| and 
Championship Basketball leaves | 





rules out the realíistic game 
moves that could be used with 


| five players..The little men run- 
| ning around the court are well- 
| animated, and the shots look 
| 900d. But these are the only 


drawing points of a very boring 
repetitivo game. 


out many of the major 
basketball technicalities, and 
therefore fails to be a successful 
simulation. " 


PAUL 
O “ Championship Basketball is 





& TheHarlem Globe Trotter himself, nona other than Cameron-have-fash-will-score 
Pound, huris the ball his the basket 


























recentiy, when a wealthy Middle 
Eastern king sent a message out 
to archaeologists worldwide with 
the news that a reward les waiting | 


for any Indiana 
character who can find the Holy 
Grail after all these years. 

For the lucky man... 
usual holiday for two in Hawali or a 


Hght on Concorde, butihe handin | 





& He may look a bit like a sissy, but that's just Rockman's ancient trendy dress 


Jones-type | 








marriage of the king's delactable 
young daughter and, of course, 
half of the kingdom, 

Onky one person comes forward 
for this “challenge of the century”, 


| aloner of whom we know nothing, 


not the | 


Rockman. 

In Alligata's Rockman (referred 
to in game as Rocman -— 
INCONSISTENT SPELLIMS 


SHOCK), you are the fearless 
mercenary making your way 
through subterranean caverns and 
caves ina search tor the Holy Grail, 

As all adventurers know, keys 
and serolis must be collected at 
every opportunity so you can roam 
through unexplored underground 
areas, avoiding the quards scat- 
tered throughout the mysterious 
hollows. 

And on your quest through the 
labyrinthine structure you'll come 
across 12 ancient goblets, which 
must be gathered to form a magie 
shisid. Only with this do you have 
any hope of finally taking hold of 
the Holy Grail and the King's only 
daughter... 
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| the latest in a long line of American 

| sports games, and it could be the 
tast for all | care. Gmail, wobbling | 
stick men hobbie round a crudely- 
drawn, colour-ciashing screen; 
contro! is frustratingly slow and 


fidaly. The gameplay is at first 








| Producer: Atlantis 








| quite enjovable, but frustration | Retail price: £1.99 

| and boredom soon set in. Though 
this isn't too bad for couple of | EM ho latest in the string of ten- 
games, the Harlem Globetroiters | pin-bowling  simulations 





B (Striko, Tenth Frame, indoor 
Games) is Ten Pin Challenge from 
the budget house Atlantis. 

The rules, as ifyou didr'talready 
know them, are fairty simple: a 
game can have as many as four 
players and consists often frames. 







tan 
MARK 















down the ten skitties that make up 


| Joysticks: Cursor, Kempston, 
a frame. 


oinetair 

Graphics: poorly-defined and 
unimaginative; some colour clash 
Sound: just a beep when the ball 
15 bounced 

Options: one- and two-ptayer 
options (only one player can use 
joystick), four skill levels 

General rating: an uninteresting 
simulation = poor graphics, dull 
gameplay 





ball the player is given a 'strike', 
which is ten points (one for each 
pin) plus the scores from the next 
Iwo balls (one point for sach pin 
again; — so the maximum score for 
aframe is 30 ponits, ten for each oí 
the three balls counted. 

Hf it takes two balls to tumble all 
ten pinis the player gets a 'spare', 
worth ten points plus the score 
from the next ball bowled. The 
| maximum for a spare is therefore 
20 points. 

ut if there are still pins standi 
after two balls have been bowled, 
the player earms just one point for 
gach pin felled and nothing from 
the next frame. 

Strikes and spares are valuable 
bacause they enable you to count 
the following frames more than 
únce — as part of the score for the 
strike or spare frame, and as 
frames by themselves. 

Alter choosing the number of 
players and skill level, the new 
bowler can select the weight of ball 
ne's to bow! with. He can aim with 
the direction cursor, helpful for 
getting those last few pins. And the 
amount of 'hook” = the spin of the 
ball, which makes itcurve can be 
set with the Hookometer. Getting 
the right amount of hook is a tricky 
business, though, so lightning 
reflexes are needed, 

The final stage is power-selec- 





































Presentation 
Graphics 
Playability 
Addictive qualities 
Overall 


| 
| 
| 


Each player has two balls to knock | 


H all ten are toppled by the first | 








Ts 


- The bowi's in your court = don't forget to let go of ilá before throwing 





tion, There's no gauge for this, so 
timing is essential as you hold 
down the power key. Too little 
pomer with a heavy ball will just 
get it ball trickling down tha alley at 
a snail's pace, hardly touching the 
standing pins, while too much 
strength will send the: ball flying 
down the alley into the guiter at 


the side, 





6 Yawn! This is 50000 boring. 


Ive always thought bowling sims 
are potentially sleep-inducing, and 
fen Pin Challenge proves my 
point quite nicely. The game is 
limited to aíming, adjusting spin 
and firing, so there's doida Ba 
keep the player absorbed. The 
implementation leaves a lot to be 
desired, the game runs slowly and 
it looks shoddy. | wouldn't waste 
money on this piece of rubbish. 
BEN 20% 





O“ Yawn. Thisisjust so slow. 
The press release says there 
are a lot of armchair sports 
enthusiasts out there', and | 
keap getting this vision of an old 
man with a beer belly wearing a 
string vest getting all excited 
because he's bought Ten Pin 
Challenge! The sprites are badly- 
defined, and it takes ages to get 
through three or four frames of 
animation. When the ball does | 
finally move out of your hands kt | 
lumbers down the hall toward 
the ten skittlos, and just as you 
think vou aimed it right it 
swerves to the side and falls into 
the gutter. Ten Pin Challange is 
definitely a no-no, even if you 
db an armchair enthusiast! ” 


O “ Everybody wants to get in on 
the bowling act, but onty Tenth 
Frame has really made any 
pi Si There've been many 
di mt ways of cebimeaaido, the 
atey on lhe screen, and the 
programmer of Ten Pin Challenge 
has chosen a completely wrong 
approach. There s no 


atmosphere, no creative graphics 

and little playability. In fact, there's 

very fita here to merita look. "| 
AUL 17% 


PR 





Joysticks: none 

Graphics: primitive 

Sound: limited spot FX 

Options: one to four players, four 
skill levels, five Dall weights 
General rating: the worst bowling 
sim yet 
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| Producer; Rino 
Retail price: £4,99 
Author: Steve Evans 


Clear night you may just see a 

small and unassuming planet 
glowing in the far recesses Of the 
 deepest galaxy, 

0 advanced is this planet that 
ts defence system is completely 
controlled by a powerful 
computer. Things have run 
smoothly for aeons, but lately the 
computer software has started to 
throw up a few bugs = most 
serioustiy, ts losing (ts ability to 
distinguish between enemy and 
friendly craft. 

The malfunction is causing 
havoc on this peace-loving planet, 
Now someone (OK, YOU!) must 
destroy this computer before it's 
é late. Your mission codename 
sz 

The computer lies within the 
fourth dimension — a place only 
talked about, because no-one has 
jever got there. To reach this 
| Strange world you must travel 
through a hostie wraparound 
| seroling play area. 

You take with vou three ships: 
| their energy supplies are damaged 
| by contact with enemy craft, but 


É the evening sky on a very 





|missiles. And ón the 


LORE 0H 100 
MEenOoY 
ad tisiiar 





> Your ship flying over yet another alien terrain in Z 





slowly, constantiy, automatically 
replenished, 

Within each zone is a central 
transporter unit which will take you 
to the next level. But first you have 
to capture an energy capsule, 
which can be used as à bomb to 
break open the transporter. 

Fach level is protected by 
diterent forces. On Level One, a 
squadron of 20 fighters assisted 
by natural meteorites attempts to 
stop you. The countryside battle 
zone of Level Two presents a 
deadly collection of avasive Flying 
Saucims (sic) emitting directional 
lunar 


landscape of Level Three you're 
contronted by great big Mother 
Ships thrôwing out a collection of 
homing missiles. 

On completing the third level 
you gain an extra ship to help in 


your final battle in the Nighthght 


Z0nê, where you need five direct 
hits to finish off the enemy. 





O 'Zis yet another oversimple 


| monochromatic seroling game. 
| The sound 


às mumbly and 





unimaginative and es no 


 addictivity. Steer well clear of this | 
“one,” 


NICK 40% 


6 “ Monochrome shoot-'em- | 
| Ups seem to be quite popular | 
| now, so ten outoftento Rinofor 
| Style — but minus several million . 
for good thinking. Z is: 


unattractive and unaddictive, 
and | wouldn't buy it. * 
MIKE 


O “Z is palhetically Simple. Alit 
bois down to is a graphiçaly neat, 


| sonically awiul serolling shoot- 


em-up, of which there are many. 
Still, 


te. 





Joysticks: Kempston, Sinclair 
Graphics: monochromatic, with 
colour on status panel 

Sound: poor 

Options: definable keys 
General rating: poor conversion 
from the Commodore original 











Producer:US Gold 

Retail price: £7.95 

Author: Data East 
BRR he only way out of exile and 
| back to your homeland is 
through dangerous territory 


where incredibly powerlul enemy 
craft lie in wait, 


But armmed with the most 


| sophisticated weapons systems, 


guarded by a protective force field, 
you set out on your death-defying 
crusade to conquer the enem 
starbase which threatens your 
journey. 

Your ship is equipped with a 
basic laser gun = but if you strain 





With lasers blazing, can you survive Last Mission? 
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pra eves and shoot the large 
oating mass that appears now 
and again, a small square is visible. 
Pick it up, and more weaporis 
become available, ranging from 
pulse waves to K-rings (which give 
you three times the fire power Of 


the laser). 


There are also limited smart 
bombs installed in your ship. 

The last mission is the ultimate 
mission — your goal is to destroy all 
the enemy bases and fighters in 
each level and retum to your 
beloved homeland where your 
wife and two kids are waiting in 
anticipation. 





60 “There are a lot of decent 


monochrome shoot-em-ups on 
the Spectrum, so when a below- 
average one such as Last 
Missioncomes out if looks 
particularly bad. There seems líttle 
pointin producing a game in which 


| evena novice playercan justgo on 


shooting nonstop for hours — the 


| onhy way of dying is of boredom. 


You can only be grateful that this is 
the Last Mission, at least we'll 
have no follow-ups. " 

PAUL 22% 


O “last Mission is pleasant 
enough and may appeal to 
Shadow Skimmer freaks. There's 
a reasonable title tune and the 


usual spot FX, and the graphics | 


are well-defined, with excellent | 


shading. There' s also the 
attraction of different w 

though you have to collect them 
first. But there are simply too 
many games of this genre on the 
market, and Last Mission doesn't 


stand out. ” 
NICK 65% 


O “|! wasnt very impressed 
by Last Mission. The graplves are 
fine, but the backgrounds led to 
more than one case of chronic 
whathiime?itis. The game's main 
faw, for me, is the 


speed, 
turning speed and the actual flying 
“aren't well matcheo: the 
plane responds quickly to rotate | 
commanas, but actually flies 
forward too slowly. 
Mission is all a 


Indeed, Last 
it simple and 





Joysticks: Kempston, Sinckair 
Graphics: good shading eflects 
and well-defined sprites 

Sound: reasonable tune, dull FX 
General rating: an unimpressive 
shoot- em-up 
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Playability 
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it's quite playable for a | 
81% | 
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Producer: Code Masters 
Retail price: £1.99 
Author: Derek Brewster 


Rg Ene spaceship lands, and you 
í are dropped onto this 


deadly planet to fight off the 
approaching aliens... Es 
Mission Juprter. 


This is à game of arcade action 
and deadiy life forms, written by 
Derek  Brewster of CRASH 
ALVENTURE TRAIL, The play area 
consists of ten levels, each with its 
own nasties and all with difterent 
backgrounds and colours. As a 
spaceman lost im this hostile 
world, you search the planet fora 
way back to your spaceship. 

But you're confronted by aliens, 
all with different animation and 


“Mession Jupiter isn't just 
another  cheapie Code 


Masters product-it'sa really 
good shoot-'em-uyp. The 


graphics are well drawn and 
presented, though the colour 
is a little dull amd the 
monochromatic play area is 
tiny. But the ten levels 
offer 
| 59% 


firing methods and moving in 


distinct patterns. To survive their 
attacks and progress in Mission 
Jupiter you must conserve your 
fuel and energy, and replenish 
supplies when possible, 


“ Yet again a secam monochrome game suffers from a severe 


Sat De Wito NS VA 


: the landscape is so Igiceção can't see 
you, so it's Infuriatina. Rnd 
graphics are the only drawing point of 


'em-up. Mission Jupiter suffers from a lack of the big P... 


is asc ea EO perito Es 


very awkward and twitchy three- | 
o ugh the front end is of high quality | 


ti pd abit a 


les within. " 





| Producer: Bubble Bus 
| Retail price: £B.95 


fter 20 years in space the 

Orionhas almost com- 
| eted its task of galaxy- 
| mapping. Only one small nebula 
| remains = but while making the 
intergalactic jump 
explorer ship is taken over by 
strange mechanical beings, the 
Zimen. 

In an attempt to remove these 
parasites, you control four robots 
(Captain Siog, Plot the navigator, 
Engineer Knut and Able Space- 
man Bodd) which you use one ata 
time. 





screens; decoded, these open 


matter-transmitters and lifts. This | 


| way the Oron's crew can move 
H through the ship and closer to their 
ultimate goal: locking into the 
| Bridge Computer. When all four 

have done this the Orion is safe, 


The robots stam in different | 


parts of the ship. Some have a 
| relatively easy passage through 
U] the maze of 230 rooms, using 

automatically-opening raors, but 

others are temporarily wrapped in 
| their rooms. 
| The robots” limited energy is 
quickly drained by contact with the 


there the 


| Touching control paneis with a | 
robot can give access to code | 





£imen, who materialise suddenly 
n the Orion's passageways with 
deadiy persistence. Phese aliens 
comer the outnumbered robot 
crew, who must use all their speed 


plenty of variety. ” 





to play. And sadly the | 
is latest budget shoot- | 


and agility to avoid energy-drain- | 


ing embraces, Repienishment 
points help, Of course. 
To counterattack the Zimen, 
Jo robots can unteash bouncing 
ombs, gaining points when the 
sinister aliens are exploded. But 
remember the object isn't destruc- 


= mas Ei 


“The most | impressive 


ini of Mission Jupiter is 
the graphics, colourful and 
| pretty. But though the inlay | | 
ats “fantastic smooth | 
| serolling' it hardly appears 
| that way, and sound is 
limited to disappointing spot 


FX. The gameplay is very 
simple — it doesn't take long 


to get the hang of things, it | | 


doesn't take much skill to 
amass points, and Mission | 
Jupiter isn't at all addictive, 


This is the sort of game you | | 


play when you dont want 
anything too taxing. " 








tion — you must reach the Bridge | 


Computer. 
CRITICISM 


O “ Right from my first go, | 
didn't enjoy The Fifth Quadrant. 
The graphics move very 
smoothly, but the characters 
themselves are unattractive and 
the perspective is a bit messy. 
And The Fifth Quadrant is unplay- 








»- Beiter head for the exit before you're trapped in The Fifth Quadrant tor ever! 


a Do eba 
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| Joysticks: Cursor, Daio 
| Sinclair 


| hromatic, 3-D 



















Joysticks: Kempston, Sinclair | 
Graphics: very detailed: 
colouris used well, but the-play 
araa is menochrome 

Sound: trashy tune and beepy | 
Spot FX 

Options: one-piayer and two- 
player mades 

General rating: a pleasant 

tie shoo!-'em-up 


able and unaddictive. ht might | 
have made an average budget 
game. " | 
MIKE 42% 


O The only aspect afThe Fifth 
Quadrant that | really like is the 
opportunity to qô back and forth 
among four characters, which 
adas vanely to the background 
and tasks. The rest of the package | 
is mundane. The graphics have the | 
add interesting feature but they re 
not stunning. ano though the title 
sóreen sound is very g00d lhe 
game sound is limited to boring 
spot FX, The Fifth Quadrant is 
easy to getinto, but the lack of | 
serious action soon makes it 


ou 
ROBIN 61% 





Graphics: unexciting, mondo 


Sound: bouncy title-screen 
music, otherwise the usual spot FX 
General rating: some good fea- 
tures = ff's interesting to control 
four characters — but unplayabla 
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Producer: Bulldog 
Retail price: £1.99 
Author: Eugene Messina 


week may be a long time in 
DOÍtos, but ts not much 
when you've got to stop 


| the evil Dr Destructo taking over 


the world, 
First the protective forces of the 


IFP + soa: 


Producer: Top Ten 
Retail price: £1.99 
Author: Paul Machacek 


| awnssley is an enchanted 
underground kingdom for 


Fobbo The Elf and Thor to 
explore. Sounds easy? Not quite, 


| because the network of subterra- 
| nean levels 15 inhabited by hun- 
| dreds of strange monsters out for 
the adventurers” blood. 


e (CRASH September 1987 





| Doctor must be taken out, and 


then his island hideawav, the Last 
Resort. 

The fighting force of this scien- 
the megalomaniac is a swarm of 


» Flahting off inumerable airbome 
enemies is all in a day's work when 
you're preventing a swine like 
Dr Destructo from taking over 


SPP «BABA. NE 








You can be elther Hobbo or 
Thor, and there is a two-player 
option where each player takes 
one. Hobbo is armed with his fire- 
balls and Thor with throwing axes 
when they sei off, but other 
objects, spells and potions are 
available as you progress deeper 
into the game. 

Keys, scattered around the 
scrolling play area, open the blue 
doors that separate rooms. But 
beware — there aren t many keys, 





planes and jets. Some are slow, 
some fast, some harmless, some 
deadiy and unpredictable. Man- 
oeuvrable helicopters join their 
fixed-wing kin to fire lethal sucker 
darts; skymines enter from the top 


| Of the screen; bombers release 
| cluster bombs; shutlles and satel- 


lites change direction quickly, 
hyperjets provide violent sur- 
prses; fiymng saucers hover 
menacingly. 


These deadly enemies can send | 
| yourcraft plummeting into the sea 
| or ground below, ending one of 


your seven lives. 

But your small, athletic plane 
has the-shooting power to take out 
Destructo's war machines. 
Destroyed, they drop from the 
skies onto the ships and buildings 
of Destructo's island. Gradually 
tha impact of these crashes 
removes small sections, which 
pierce the structures and send 
them sinking into the sea. 

Your plane also carnes a single 
bomb in each screen, which can 
be delivered to quickly write off 
Destructo's assets. It usuallytakes 
three holes to destroy a target, and 
then you can move onto the next 
of the 21 screens and another 
comer of Destructo's seabound 
empire. 

Be careful near the edge of the 
screen — approach too close and 
you're sent spinning out of control 
and possibly into the path ofa let- 
hal velow bomber or blue jet. 


so don't go through doors you 
don't need to! 

And on each of the 27 levels 
there's a hidden exit leading to the 
next cavern of Dawnssley. 

Monsters emerge from the solid 
rock walls in the caverns, and you 
have to fight them off as they guard 
their kingdom from your unwanted 
presence, 

In the two-player mode, Thor 
and Hobbo can fight between 
themselves over who gets to kill 
the most monsters, 





“Oh woe is me- it's another 





They, too, must be destroyed, 


As time progresses, the sun and | 


moon pass overhead and a 


countdown shows the few days | 


remaining before Dr Destructo 

becomes master of thé world. 
Two players can controla plane 

each in a joint effort to wipe out 


| Destructo's island. 





O“ Destructo is a cute little game 
with adequately detailed graphics; 
the only problem is the colour 
Clash. The sound isn't much, just 
| beeps and blips for a firing noise 


and no tune. But otherwise 
Destructo is good and addictive, 


| Keeping up the Bulldog stan- 


dard, 
50% 


6 “ The Bulldog label started off 
superbly with Feud (CRASH 
Issue 38, earlier this year), but 
since then it's been all downhill. 
| cant see why Mastertronic 
would risk tarnishing their good 
image this way. In Destructo the 
graphics are acceptable but suf- 
fer from a more-than-liberal 
splattering of colour. Games like 
this are ideal for people who find 
noughts and crosses 
enthralling, but for LS 
interlekchuals  Destructo is 


1 ; 
iara pá EI: 1) 
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= insbliigêi os, ESPOSAS 
and new civilisations in the kingdom 
of Dawnssiey. To Doldiy go... 





Gaunilet clone! The graphics are 
rubbish. The colour clashes all the 
time. The objects are as big as the 
main characters. And the sound is 
virtually nonexistent. Gauntei- 
was much, much more plavable 
than this tedious piece of trash, 
and even at this price Dawnssiey 
5 a waste o! money. " 

NICK 28% 


6 “it's just as well this missed 


the Gauntiet feature last month 
(RUN IT AGAIN, August) -— it 
would have looked so bad 
against the other clones. For 
once Em lost for derogatory 





| terribly boring and repetitive. ” 
PAUL 15% 


| fashioned shoot-'em-up 


| Presentation 


| Plavability 





| Overall 


| vou get bored you can always 


| Sound, 


| diving for the volume control. 






O “ Destructo (5 really out of the 
ar — | remember playing games 
like this three or four years ago. 
The graphics aren't bad, despite 
the obvious colour clash; the 
airplanes are quite nicely drawn, 
and amusing as they wobble 
around. But the sound is naf, just 
a few poops and parps. The 
controis are simple and easy to 
master, and though Destructo is 
repetitive it's quite fun to play fora 
wiúle. Still, | doubt its lastability. 
MARK 40% 





Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: detailed obiects but too 
much colour clash 

Sound: spot FX 

Options: two players can team up; 
definable keys 

General rating: a simple, old- 


Graphics 


Addictive qualities 





words. Games like Dawnssley | 


give Gauntlet a bad name, Still, if 


play 'spot the bug', which is 
entertaining for hours. " 
PAN 5% 


O “ Oh no, not another mediocre 
Gauntlet clone. A lot of the fea- 
tures of Gauntlet are present, but 
none of the playability. The 
graphics aren't too bad, in a fal, 
wobbiy, flickery sort of way; the 
Dugh, | an ear-wrench- 
ing noise which had me instantly 
Frustration and boredom set in 
when you realise you ve seen it all 
belore - even at this price, 
Dawnssley is definitely a game to 
be missed. ' 


Joysticks: Kempston 
Graphics: small, uninteresting 
sprites 

Sound: limited spot EX 


Options: two-player option 
General rating: an inferior 
Gauntiet variant without lasting 
appeal, which came in for strong 
criticism from everyone 


Presentation 
Graphics 


Playabilrty 
Addictive qualities 
Overall 








Producer: Starlight 
Retail price: £B.99 
Author: John Bigelow 


RR arin the future, Earth fell into 
Ra chaos after the death of its 
MD ruler Jaled IV. Anarchy was 
the only ruling force, and during 


| these dark ages much scientific 


Eb ig Of the golden age was 
lost, 
Oniy a few things have survived 


| this ternible time of desolation, 


among them the intergalactie jail 
in which invaders were imprisoned 
and their psychological powers 
subdued. 

The most dangerous of these 
Invaders were a mean set of aligns 
who had landed from an unknown 
planet. Their powers were beyond 
belief: mental abilities that defied 
analysis and more physical 
strength than our world had seen 
before. In Jaled's time the crea- 
tures were held in a suspended 
state in the jail — but now, with 
advanced technology, they can be 
terminated for ever, 


o Egas E 
anil E 








Each unit has its own power rat- 
ing, fuelled by energy blocks, and 
once à unit is out of power f's 
immobilised. In an emergency, 
energy can be siphoned from one 
unit to another. 

Extra fire power and armour are 
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But the jail is so nearty impregn- | 


able that only The Hybrid can pen- 
etrate à. The Hybrid is a strange 
group of three half-droid, half- 
órganic intelligence units, each 
possessing their own individual 
characteristics. And what makes 
these fighting machines invincible 
is their ability to deçdo and create 
a single entity, The Hybrid, with all 
tha powers of the o unitsinone 
destructive force. 

You control each of these intelli- 


| gence units. The brain has with 


weak armour, moderate move- 
ment and poor shooting charac- 
teristics but can use the teleport to 
transfer itself and other units 
through the prison complex, 
closer to the aliens. The robot is 
the largest and strongest part of 
The Hybrid and best used to clear 
the way for the other units. And the 
xylon can switch on bridges in the 
jail, helping you cross streams, 


also necessary to combat the 
strategically- placed guns, can- 


nons, beacons, mines and obnox- | 


ious aliens. 

To complete your task you must 
join the three units to form The 
Hybrid, which is then automati- 
cally transported to the cell of the 
first alien. By completing this pro- 
cess four timês you eradicate the 


race of aliens and vet agaln save | 


tha earth. 


CRITICISM 





O Hybrid isanothertrashy scrol- 


ling  spaceship-on-pretty-back- 
grounds game. But the graphics 
are very similar to Shadow Skim- 
mers. and colour is good and 
wicely used. And there's an aver- 
age title tune, though not many FX. 














The best idea is the way you can 
change from one Hybrid to 
another; but that seed save the 
uninteresting gameplay. " 

NICK 


6“ It's all well and good making 
a game that's graphically pretty 
and nicely documented, but H 
it's unoriginal and unplayable 
no-one will want'to know. Hybrid 
left me cold, The screens offer 
virtually no challenge and the 
aligns that inhabit them aren't 
particularly  bloodthirsty, so 
death is just an annoving thing 
that happens if you're unlucky. 
And once a Hybrid dies, the 
other two have to be sacrificed 
as they can't progress far on 
their own. Insipid ... " 

BEN 25% 


a 


0“ Dlyrobot-building is thename 
- ofthis very playable shoo!- em-up 


game. Graphically it's good, with 
the parts of the dismembereo 
Hybrid zipping round the screen. 
And though it's all viewed from 
above, control is easy to master. 
The inevitable Diasting sound 


| effects are all t00 evident, but a 


harmiess tune plays on the intro 


 sereen. Hybrid is well worth any- | 


one's time. " 
80% 


COMMENTS 


Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: neat. with well-used 
colour 

Sound: average 

Options: definabla keys 
General rating: an unoriginal 
game tarted up by graphics 
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Producer: Players 
Retail price: £1.99 
Author: Colin Swinbourne 


erhaps it's no bad thing, but 

six of the world's leaders 

have been captured by the 
reprehensible Crax Bloodfinger 
and heid in his stronghold. There's 
only one alternative to meeting his 
ransom demands — to send in Joe 
Blade. 

Bloodfinger's HQ is shown as 
127 cold-waled rooms and 
external scenes, and Blade must 
work his way through these, 
rescuing the six hostages. Some 
passageways are blocked by 
closed doors, and our hero can 
only pass beyond these 


obstructions by gathering keys. 
The stronghold is populated by 
a small army of uniformed quards 
= manic knifemen and brutal 
thugs. 


They quick enervate 






PAUL 





delight. And the equ 


“ | was immediately taken by the graphics and the ei rd of 
Joe Blade — | can't think of many better shoot-'em-ups this year. 
Joe Blade is a really tough character and makes the game a 


scattered 
perimeter fences is detailed and easily recognisabls — the | 
uniform is particularly fun. Joe Blade 
| thoughtto keep you addicted, PRN EP SE, 
91% 


monochrome they 
good. Here's a budget game 
that IS worth buying. ” 


Blade, who'll die if he doesn't eat 
and drink. 

But to protect himself against 
the guards, Blade can disguise 
himself in an enemy uniform for a 
limited time. Ha also cares a 


machine gun to Kill off 
Bloodfinger's horrible hordes, but 
needs to find ammunition. 


As he progresses through this 
fick-screen  fortress, Blade 
encounters six booby-trapped 
explosive devices which can ba 








ed around the prison and 










requires just eno 






STREAKER 





Producer: Bulldog 
Retail price: £1.99 
Author: Geoff Calder 


hile taking an unfortunate 
short cut on a visit to the 
planet Zuggi, diplomat 


Cartin is mugged and robbed of all 

his belongings and clothes. To 

retum to the very distant comforts 

| of Earth, Cartin must somehow get 

| back his clothes and re-cover his 
body. 

Carlin's clothes have been 
Scattered by his loutish attackers 
around  Zuggi's  flick-screen 
| central shopping area. Items of his 

wayward wardrobe may be found 
in certain shops, but often these 
can't be retrigved till the shop is 
open for business. By touching the 
closed dogrs of such shops Carlin 
can discover their opening times 
and ptan his campaign of clothes- 
collection. 

Carlin makes his way through à 

succession of chemist shops, 
butchers, supermarkets, changing 





rooms and saunas — he even visits | EM 


the mayor's house. But he can't 
get into some areas, because he's 
not suitably attired. So he has to 
dress himself... 

As he moves up and down and 
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| through the different levels of the 


shopping centre, Carlin can 
discover useful items to help in his 
quest: stopwatches, gold 
padiocks, coloured keys, energy 
beams, corks, spectacies, clay 
apples and typewriters. He can 
carry up to five objects at a time. 
But all Carlin's hard work can be 
quickly undone if he encounters 
one of Zuggi's roving band of 


| thieves. 





- It's the eponymous streaker! 


Ei 
. 
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| ofrepetitive “find and use the right 





» Jog Blade is the one on the right — but he's in disguise 
Ds 


activated by 
access code. Once the first has 
been primed, only 20 minutes 


remain for Blade to activate the | 


rest, round up the hostages and 
escape. 

And be warned — incautious 
actions can lead bombs to self- 
destruct. If that happens, Blade 


“ Graphically Joe Blade is a 
bit iffy; cardboard-cutout 
sprites wobbls around 
nicely detailed background. | 


ls quickly addictive, but | | 
doubt its long-term 
playability. Still, Joe Blade | 
offers good hack-and-blast- 


about action. + 





Running around in the buf 
searching for something to cover 
your al-too-apparent modesty is 
exhausting work. So Carlin must 
top up his continually flagging 


| energy and hunger levels by taking 
every opportunity to eat and 
| Sleep. 





O “This bears a 


striking 
resemblance to David Jones's 
Magic. Knight games in the pull- 
down menu systems and the 


overall feel and appearance. But 
Sireakerisn't a patch on them. 
The gameplay is dull, and this kind 


TJ 
coa 


resmanging an 









has just 30 seconds in which to 
crack the code. or become an 
angel. o 


COMMENTS | 


Joysticks: Kempston, Sinclair 
Graphics: humorous and 
detailed; monochromatic play 
area 

Sound: limited but 
atmospheric 

Options: high-score table 
General rating: extremely 
piayabla and addictive 
















Presentation 
Graphics 
Playability 
Addictive qualities 
Overall 






83% 

























object in order to find and use the 
next' game has just about bitten 
the dust. " 

BEN SZ% 


O “Cor! This makes a change. | 
haven't ssen an arcade adventurs 
for... UMmm... Weil haifanhour | 
at least. Putting all the unorigina/ 
originality comments aside, | 
found that Streaker is quite good 
fun, Dut it's very hard to get into. 
There's a massive number of 
objects lying around but only a few 
pockets to put them in, which 
means going backwards and 
forwards al! over the maze trying 
oifterent objects in the same | 
place. All this can get tedious and 
boring very quickly. " 
PAUL 42% 


Joysticks: Cursor, Kempston, 
Sinciair 

Graphics: some colourtul 
screens, but Intile variety 
Sound: poor spot FX 

General rating: a rather 
unplayabla arcade adventure 
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Gen. MacArthur Er | “Adm Yamamoto Es 


The battle for Guadalcanal has been called the most decisive single 
action of the war in the Pacific. 

More significant, even, than Pearl Harbor. 

The baile lasted six months. Iftook the combat skills, the courage and 
eventually the lives of thousands of dedicated fighting men, both 
American and Japanese, to bring itto a conclusion. 

The battle for Guadalcanal is unquestionably the finest war strategy 
game to date. | | 

t is perhaps the first gone to give you a true indication of fhe awesome 
responsibility. of the bafile commander, 

Now you can re-fight the battle for Guadalcanal. 

You can rehink the tacfics. You can re-deploy fhe resources. 

You can re-live the battle 
In effect, you can change the course of history. 


NOW YOU CAN CHANGE THE COURSE OF HISTORY 









































Producer: Ocean 
Retail price: E7.95 
Author: Mike Lamb 


he things vou do for 
girls... Havingarrangedto 
meet Lucy across town, you 


find yourself getting off a train ata 
station filed with disreputabie 
tvpes intent on mugging you — or 
WOTSE, 

So to reach your lady love you 
must negotiate five landscapes of 
action: the station, the pier, the 
seedy back streeis, the streets 
| near your meeting place and the 
meeting place itself, 

At each location vou meei 
different gangs = unarmed 
muggers, chan-swinging Hell's 
Angels, whip-wielding females lad 
by Big Bertha, and razor-waving 
thugs. Your only chance of getting 
| through the night is tà use vour 


attackers reeling. 


martial-arts skills and send vour 


JaNI ea D)= 





| The graphics in Renegade 


are very good, and colour is 
used brightly. The difficulty 
needs a little tweaking, 
though — all the screens are | 
really easy apart from the | 


last. Still, this is one of the 
best beat-'em-ups around, 
with a lot of variety and a 
more definite objective than 
Way Of The Exploding Fist. 


Loads of fun! ' 
BF 





You can kick, knee and punch 
vour opponents. Most assailants 
need to be downed twice before 


they re overcome, but some can | 


be pushed to their destruction, 
Knocking out an opponent eams 
ou points = the more eFective the 
ia the more points. 
After vouve defeated several 





= 


“ There's lots of detail in this fighting game, but it doesn't have 
the addictiveness of such beat-'em-ups as Barbarian. StH, the 
littie features make up for most of it. Is very easy to involve 
| yourself in Renegade, because of the tremendous atmosphere 
created by the superbly-animated characters and ornaté 
backgrounds. Yes, after a few games the action can get boring, 
with the same move being carried out over and over again = so 
turn off the Spectrum and come back to it a few days later when 
you want to let out some aggression! The fun soon starts up 
again. Like Mikie, Renegade is pretty easy to finish, but it's quite 
competitive for high scoring. " 
| 3% 
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& Thesebikers are angeis compared with... well, MPE Ni SIN 


e And here we have some more thugs turks in the concrete jungie 








| | *º This just hasto be the beat- 
| “em-up to end them all, with 
ts outstandingly detailed 
jand  colourful graphics, 
incredible playability and 
| racy tune. Another beauty of 
Renegade |s the control 
| method, simple but highhy 
| effective. With up to eight 
| opponents on the sereen 
| your task may seem 
formidable, but Hs not 
impossible = they don't all 
| attack atonce. Breaking new 
ground in computer 
violence,  Renegade may 
antagonise some, but for the 
pleasure and excitem ent it 
brings this game must not be 
missed. " 
MM % 
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E 





thugs, the gang leader steps to the 
tore. Like you, he loses energy 
eachtime he's hit, andifhisenergy 
falis t00 low he and his gang are 
beatern. 

Each level must be completed | . 
ina specified time, or you lose one | JM 
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Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: vivid and detailed 
Sound: good title tune 
Options: definable keys, high- 
score table 

General rating: a beat- em-up 
with real punch 


















vou reach your girlfriend Lucy, 
your moments of undying love are 
cut short as the gangs close in and 
vour ordeal begins agam -. . 





of your three lives. And even when 
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CRASH September 1987 do 


Rather as expected, there was a massive mailbag response to last E 
month's FORUM, where | printed letters 


raging against the 


Barbarian cover of CRASH Issue 41, There were so many, in fact, | 


that they eat up a lot of this month's 


space, further nibbled by some 


last-minute revigws that were deemed more needy, 5o without 


further ado, here we go with the Letter Of The Month... 


ZINES CATCHA BUG : 


Dear Lloyd 
After the BUG rod ROARED 
article (Issue 43) | must put the 
| case for the rest of the Spectrum 
fanzine world. 

| run/write/draw/type/eto my 
CW mM ine name of EPROM. 
Eve put blood, aweat and tears into 
producing two issues which have 
metwith nothing but praise for the 
presentation and content. | was. 
annoyed at the sweeping 
generality with which tha arcle 
referrad to the rest of the fanzine 
world. Firstand foremost, the vast 
majority of zines want to produce 
a fanzine for the fans, and that's 
what they-give. |f they fail to keer 
going, no-one shoul be 
surprised. ide say cost real 


c RASH RseRRdaçe 1987 


| money. andiots Of. Zines arenot 


something you can whip up. 
avermght, expect 10,000 people 
to buy, and make 100% profit 
Paso ha Marty people lose 
Om each issue, | do. 
Vir the magazine isn't strong on 
content no-one will buy it. But the 


ones that are can expect around 


100 buyers, and nota lotmore. So 
that should make it plain that we 
are not money-grubbers. 

Free software: is it not 
reasonabla to ask for review 
copies from software companies? 
ne are promoting games tor free, 

and gratis software helps keep 
desnr overheads and perhaps 
lower the cover price. lfasoftware 
house doesn't wanttosenda | 


“| remark=1f these 
| weare only out for freebies they do 


briltant!.. 


| haven't these Bu 


| become the Mornir 
| fanzine world wh 


game, they simplydon't. We're not 
órcing thém to hand aver goods. 


and | totally resent the acgusation 

| by Jeffrey Davy that |, or other 
-zmes, haven't the compulsion to 

4 continugonce we get afree game. 


The same goes for lan Ellerny's 
people believe. 


not have to comply with those 

wishes: lt's up to them. All Esay is 
lge the quality of the magazine 
before handing out games; by all 


| means supply to ongoing, well- 


made and well-written zines, and 
ignore Flo Si childish and poor- 


he Bug itself. The main 
content of the. article was about 


* Davy's puerile fanzine. Mr Page 
writes, 


. fl's based on words, 
passionate and often well-written 


| text'which rarely indulges on the 


puerile fooling of many fanzines, 
Weill, | have read The Bug, and if 
RA isa 
m IESUB ig 
game is real; E enges cio The flo in 
Which the bai an 
bounce in nl er toi is 
The nea rdias 
Brilliant, complemen 
no end, asiraiy. it's 
brilil = iSgn example of their ' well- 
written text/passionate Work, 
then this must be a new meaning 
of those words. 
Don't kid yourself CRASH! And 
rs heard of the 


19 Coal im and 


expressiva opinion dl frankly 


give a damn about their politics) 
are all well and good, but when 
they offend the peúpie whorunthe 
business they write about, it 
makes thosa people rightly 
suspicious ot usall, and less likely 
to help others. 

They rock the iceboat floating 
on a hotbed of commercial 
professionalism. If they wantto 
Star of the 
5 they have 
such a harsh ca talist outlook? 
Hypocrisy perhaps? Charging up 
E '30 for an advertisement for a 
fellow iene proctioer may be 


ittie suspect amo! getiheiripon= 
left views. And the £20 rent-a- 
page scheme sounds like blatant 

rofiteering. True fanzines doittor 
love not the mor 

Finally let me say that not all 

zinesare like The! 7. Some ofus 
are quite rational and caring. Ifyou 
want a good read check out 
Refiex, from 21 Berry Drive, Irvine; 
Ayrshire KA12 OLd, or Orcsbane, 
from 84 Renda! Road, 


| Hilisborough, Shefifeld BS 40H. 


These zines are run by dedicated 
S&peccy lovers, not opinionated 


| wallies. Of course you canalso buy 


EPROM frôm 328 The Maltings, 
PAT 9EDIF you really want to! 
Oh lê by the way — when 
Jeffrey Davy says 'a single zine: 
could And fd canhe 


J| mean his own? | hope not, for all 


| released, If they 
disk-based software, the buying 


freeze pr 


"for any less than. 
- Spectrum+ 3 could proveto betoo 


T Worrall, Preston, Lancashire. 


[really don't want to enter into a 
debate between fanzine 
publishers, though ve no 
objections to 'chairing' one. The 
Bug has certainly been going 
longer than most, and to dateisthe 
ame one to secure anything like a 
r tada With another 
es [Ei rd Fvelittie 
that their attitude to CSD 
aa We on but theirattack 
on Gargoyle Games Was dg 
suspect, more an altack oÍ sour 


grapes. Quite simply, Gargoyle 


sfelt that the appearance of 


an ad originally produced by the 


National é dei Associatia 


Sofwarshouso wihorow am, 
| further y suppor 
| Bug. lt was their choice. The Bug 
did nothing to further its own 


from The 


cause by. atcusing Gargoyie 


"Games in the computer trade 


press by lumping them in with 


other sofiware houses in 


Anyone else got any vigiws on 


"the subject? For the passionate 


daténco of caring fanzines, T 

Worrall this month's ES 
worth of free software, and [hope 
it jd hesp those overheads 


CM 


Dear Lloyd 
Who exactly will De 


buying the 
Epectrum 128K +38 this. iram? 


Cautious software houses are onhy 
now beginning to produce real 


| 128K solhware, 18 months after 


the original 128K machine was. 
do the same with 


public, aren't likely to purchase a 
machinewhich they won't beabla 


to utilise for 18 months! 


The redesign of the expansion 
ort is the-most ludicrous move 
strad could have made. Not 
only does it stop existing owners 
from using some modems etc, but 
itstops companies like Romantic 
Robot producing Mulliface +3 
versions to save tape games to 
three-inch des as iHeroiaignad 
portno longer allows interfaces to 
ms I'm sura 
Simon N Goodwin will correct me 
if im wrong ça 
Perhaps the most telling factor 


; in the machine's success will be: 


the price Of disk-based software. 
The original beauty of the 
Spectrum was lts ch 

software. | certainhy can't see 
Infocom converting its adventures 
£20! In fact, the. 





big a step for most Spectrum 
owners to afford. 

Richard C Hewison, Luton, 
Bedfordshire 


You could be right, Richard, and 
your sentiments are jo gera, by 
ER reader... 


“TOO LITTLE TOO 
| LATE 


ear Lioyd 

Basica what we have is a five- 
year-old machine, On the 128 
we've seen the software is just 
“enhanced versions of 48K games. 
The disk drive will speed up the 
loading process but basicalhy we 
| Still have the old rubber-keyed 
| Spectrum there; not thatit'sa bad 
computer, just that it's five years 
“old and we should be moving 
forward with the technology. 

And then there's the value for 
money. Look at the Atari ST. The 
5a will cost £299 from 
September for which we get a 16- 

bit pimlitao 520K memory, disk 
drive and excellent resolution — a 
much dido computer with 
arcade-quality graphics and . 
sound and an extra 400K or so of 
memory for an extra 50 quid on the 


E 

The Spectrum +3 is too lífile, 
toolate. Thismachine should have 
| baen launched in 1985 when the 


BARBARIAN BACKLASH 


| The letters eniticising the cover of. | 
Issue 47 earsanan havi 


E 

attacks on rem magazine, b 
particulariy on Oliver Frey Fi his 
artwork, occasioned 
bewilderment, ridicule and even 


cutrage. "'m not kidoing when say. 


thousands and thousands of 
words have been written on the 
subject, almost all in defence of 
the cover. | can't fit in even a 

| fraction. The letter that struck me 
the most, however, | print as fully 


lastas the the rt 
| ofile Setin 


| programmers still find its 
| architecture interesting to write 


tocnholoaywasa toooldandthe 
price would have: been right. As it 


| ta "s very similar to other Amstrad 
- products (ie uneriginal). | hope Sir 


Clive renews his interest int 
home-computer market after the 
Z88 and produces a computer that 
can compete with the new 16-bit 
machines. 

J Habrovitsky, Glasgow 


Wihichever wap pu dela ati, 


a radh 
Spectrum would be da 


| entireiy new computer, ana 


many 

may feel that the Atari ST with its 
new price 15 the new 'Spectrum' 
of the market. What | Is 

nary, thou Db the 
fanatical loyaity of Spec 
owners, both to PP iofRa 
its creator. There's an odd thing 
about this on 


| momarr dose" naceEnarilinEaA 


better games, a reason why so 
many so-calleo 128 games are 
merely enhanced from 48K 


versions in details like sound. And 


mat. Mercenary, the Novagen 
themselves reckon the 
pectrum version is Ro bitas 
nal and every 
me: There's plenty 
e existing Spectrum 


for. 


as space permits. It's from Tricia 
Maynham of Chester. motherofa 
pd 9-year-old 


Ethink mt'sesilly to pre Our 
children too much. Don't people 
remember the Sixties violence in 


Dr Who and Star Trek that us 


) ght up with? 
he emay nothave been so much 
blood shown in those days, butis 

death any: different because the 
victim totally vanishes or has 
green blood? Edon't think so. 

My daughter is squeamishatthe 


sight of blood in hospital 


| programmes, butevenshe knows 


that fantasy Is fantasy, computer 
games are computer games, none 
Of it is real or intended to be real, 
it's all make believe. They'te 
exposed tó pictures of starving 
children with fliés around their 
eyes and looking like walking 


| gkeletons, on children's time TV, 
| Fm sure that upsets a child far 


more than the odd picture they 
miga spotona mi na cover. 

| thought that this son of 
picture in ódio way upset rm 
children, | wouldn't have tin the 
house, Iwouldn'tlet my son watch 
the odd horror film either, butido, 
Filet him leam and grow to 
understand how to cope with 
these things which are becoming 


| more and more par of our lives, 


whether we like it or not. 
Tricia's iba Re echoed 


again and again. 


Pd cover immediately 
took e, (but, wait for it, | 


“didn't ind [U disgusting at al | just 
“looked at it and thought that's a 


good drawing, Oli's back uptohis 
usually good standard of drawing. 
And | was filled with jealousy, 
wishing | could draw like that. 


. writes Chris Taylor (15) from 
Barmsley. It was the personal 


“attacks on Oliver that really 


seemed to get everyone steameo 


| Up. id E of 


Your ati have told you 
what they think about Oli's covers 
inthe CRASHTIONNAIRE. Only 
1,9% hate his covers; a tiny 
amount = don'tchangethe 
artwork for this small portion of 

'our readers. David Price, 

orthamptonshire 

Em turious. How dare people 


eriticize Oliver Frey's artwork, is 
Dea fantastic! Jeremy 


ingham, Cambridge 

For my part, | think all of Oli's 
covers are superb and | reject the 
claim that they are warping 
children'sminds. Michael Ashley, 
Havant, Hamp 

| found nothing barbario or 
satanic about the cover, as usual 
Mr Frey's artwork was another 


masterpisce. lts hrs artwork that 
brings my attention to the 
magazine on nensagent shelves 
b the first place! A loyal Oli Frey 
an 

Hhave nothing but praise for Oh 
Frey's briltant covers. The depth 
and detail is qutstanding. The 
colouring and shading are both 
breathtaking, and you're lucky to 
havesuchanartist. Justin Fisk 
Gedling, No' amshire 

[thought the Barbarian cover 
was ABSOLUTELY BRILLIANT. 
Lettera criticising the cover were 
totally unfair, unjust to the 
magazine and to the-artist, Jason 
Roberts, Edinburgh 


Some readers, Ike Franz 
Seabrook from Eastleigh in 
Hampshire, wondered why... 


.. agalithese attacks san 


| aimed at Oli, he didn'tspeak back 


instead of looking as though he 


was trying to avoid the subject? 


Weil, Oliver isn't really repentant, 
butit's haro for one person to 
defend himself against such 
invective. He was fairy surealotof | 
loyal readers woulo speak out for | 
him, and it's much better thai way, 
Simon Hall from Sireatham in 
London speaks for many when he 
suggests... 


Oh Frey'sart ae up the mag 


| Something fiarce, so saving that ail 


his work |5 bloodthirsty. Or 
perverted, or whatever. js totally 
qutof order. 


An interesting defence = because 
something 's wel-executed itcan 't | 


be inbad taste? Imnot sure! 


agree with that, and several other 
writers are dublous too. Michael 
Surto é trom Maipas, Cheshire 

E 


Don'tlet Oligo beyond the bounds 
of good taste, | don't object but 


some gd always will. Be more 
qareful! | 


And Ewan Lithgow (17) of | 
Dumíries reckons that iii 


covers are very good .. 


“«.« BOME Of them are pet 
over the top in depieting violent 
scenes. Oliver Frey is obviously a 


very talented artist buthe should 
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— WORLD SHOW. 
ei, PIA 


For the personal computer enthusiast 
there's nowhere better to make the right 
connections than the Personal Computer 

World Show this September. It's 
the biggest and most pres- 
tigious event of its kind 
| held under one roof. 

E For the 10th year run- 
“” ning the Personal Com- 
puter World Show gives you the perfect 





platform to take a close look at all the big 


names in the industry. You can 
also get to meet the pick of the 
new companies striving to 
make it into the mainstream. 
The show has something for 
everyone. Whether youre a 
professional or an enthusiast, 
you're certain to find all that's 
| first class in software, hardware 


MAKE THE RIGHT co 





232] SEPTEMBER 1981 


OLYMPIA LONDON Ltd, 
ana peripherals at Olympia. Soonsared by Persona! Computer Hortd 





NNECTIONS 


The Personal Computer NOR 2 
Show will help you make all . 
the right PC connect- asa 
ions. The dates are 
23-27 September 
(Business and trade 
only days 23-24 Septem- | —s 
ber). Send for your ad- 
vance tickets at a 00 each (£2.50 for 10 
or more) by honing the Personal 
ço World Show '87 Keith Prowse 
Ticket Office on 01-741 9999 
with your credit card number. 
Or send a cheque or postal 
order to: Personal Computer 
World Show 'B7, Keith Prowse 
Ticket Office PO Box 2, 
London W6 OLQ. 
Organised by Montbuild 
11 Manchester Square, 
London WiM 5AB. 






i *Wyhen ordering tickets by post, please enclose 5.9.8, 








| moderate them a bit. Having said 
that, covers relating to software 
should not be taken too seriously. 
Worse can be seen every week in 
so-galed “children's comics like 
2000 AD for instance. 
Butoneman's poison isanothet's 
Oi Frey's work is the equal of my 
personal favourite comic worker, 
2000 AD's Gam Kennedy. Oli isn't 
“child-minded' and neither is 
2000 AD childish. Perhaps Ashley 
Barnett (who described the cover 
as -disgusting “and 'blogdthirsty' 
in last month s FORUM) is 
ignorant of the fact that grown men 
| produce this fabulous comic, and 
| that it is the biggest selling 
futuristic/SF comic in Britain. 
Comio artists have fantastes that 
they cannot live out in real life, so 
they produce them on paper, and 
the readers take part in these 
fantasias as they read, 
That's the view of Alan Fletcher, 
anon-Spectrum-cwning CRASH 
fantastic aspect of illustrative art, 
which CRASH has always 
espoused, Is a very emotive 
subject, forif'sat the hean of what 
iho mora sita e ard as the a 
danger — direct ealing 
| people's alega es. But, like: 
| Alan, Justin Gilbert from 
| Leicester sees faniasy art as 
Lread a horror movie publication 
called Fangoria which shows 
images of horror much stronger 
than those in your brill magazine. 
In all the time I've read this 
| magazine, and enjoyed it 
immensely, | have never had the 
urge to re-enact any ofthe images 
seen in à, although | have besn 


warned several times that reading 


such stuff would eventually turn 
me fluorescent orange, and give 

| meadeep affinity tor plastic goats, 
Black & Decker power tools and 
food blenders. 


As Justin happily points out, this 

hasn't happened yet. And even 

it Nicholas Sandy from Sheffield 
“«« the cover has already taken 

effect. | look out of my window and 

| see four-year-old kids running 

| argund with swords, swiping at 
anything that moves... 


“ Cêrtainty the notion that 
exposure to violent (or sexual) 
imagery turns readers into 
mi in Lo dá by 

| many; Chris Taylor again... 
Absolute rubbish about the cover 
| corrupting young children; have 
you ever seen a ten-year-oid or 
teenager going around 
psychopathically killing people 


with a broadsword or chainsaw? | 


mean, | haven't killed anybody 
since | saw the cover, not yet 


Amyay. 

Weil, let's hope you never do, 
Chris. David Price, who's 15 and 
been reading CRASH since Issue 
Five, doesn't leel,.. 

“« -atáll cormupted by anything 
seen or read in any issue, and nor 
does anyone else | know, I'm 
pretty sure that all tesnagers can 


decide for themselves what they. | 
| wantto read. Ifyou can tstand'the 


heat, get out of the proverbial 


| Kitchen. . 


And it's trom the very same room 

that William White (15) from 

Aldershot has never... 

“«- been manipulated through à 

mera painting, or felt the urge to 
rab a kitchen knite and hack the 


| first person | see to pieces, Come 


on, be realistic! =. 

Don't talk so wet! We all have: 
brains of ourownand|, forõone am 
not going to grab a sword and 
starting Killing peopte because | 
saw a picture portraying it. The 
average CRASH reader's age is 
18.14 years and Em sure they. 
know what nót.to do and whatto 
o 


- .. Says Robert Collier, just up 
the road from CRASH Towers al 
Leominster, Heretordshire. Jon 
Gajos (16) of Jecdburgh is frankly 
amazed ... | 
A picture in a magazine is going to. 
have somesort of subliminal effect 


| on young children which turms 


them into violent junior 
psvehopaths?! No, | think not. Hi] 


showed an identical picture to my | 


friends, | don'tthink they would rum 
imto-the streets and start cutting 
each other's throats. Sure, my 
friends are nuts, but they aren't 
that stupid. 


| Anattitude of common sense-in 


the face of the hysteria hintedatin 
last month 's lettars seems to be 
the theme running through 
everyone's comments, often 


| along the line of 'mhaf's 80 bad 


about the Barbarian cover when 
there are so many other, worse, 
sources ofsavagery?”. As Richard 
Gosling from Nottingham 


Says... | 
| You are hardly likely to watch the 


news and hear about people's 
heads being hewn o by 


| Barbarian swords — no, what you 


see is the real world, A word in 
which evil and powertul people 
stockpile nuclear weapons and 
genuinehy sick people (not 


| someone who has just seen the 


cover Of dune's CRASH) rape and 
murder because of psychological 
disorders. 

dustabout every kid [know has, at 


one time ór another, Seen a vídeo 
such as Friday The 13th or Evil 


| Dead, and these kids haven't 


suddenly taken to carrying axes 
around with them, and slicing off 
people's heads. David Price 

All around us there is violence. 


"Every nighton the news people are 
murderao, raped, blown up. H this 


doesn't create 'a passive attitude 
ta violence! as Mr Eilds stated fin 
last month's FORUM), | don't 
know what does. Jonathan 
Tickner, Nottingham 

Why complam-about CRASH 
being even semi-naughty when 
everyone knows violent videos are 
veryaccessiblato young children, 
Okay, 50 they have an age 


| ceriticate, but most video rentals: 


dontgivea damn about moral 
values, At a nearby video outlet | 
can lay my hands on XXX rated 
porno filmes ifiwant. Piratesatihat, 


“Jon Gajos 


Morais were very much a part of 
the original backlash in Issue 43, 
and no letter caused as much 
reaction as that of Mrs Angela 
Cooke, Chris Eason of 
Leamingion Spa was... 


.« quite frankly disturbed 200 


| Even the God squad manage 


times more by her letter than by the | 
cover itself. K portrayeo her as 
some kind of demented religious 
hippy. sto re 
And Franz Seabrook didn't like 
the idea of people... 
using CRASH as à brunt for the 
reactionary attitudes of the world 
today: Leave CRASH alone. ts a 
computer mag not a scandal 
sheet. ai 
Mrs Cook, no olfence, but in the 
Bible, a man is publicly nailed to a 
cross. | rest my case. Kevin 
Washbrook (14), Abingdon 
Not only was she complaining, but | 
she was being biblica! with it, 
which exacerbated the situation, 
Think.of all the gory, horityir | 
things that happened in the Bible, 
which! shan'tmention 'cos | can't 
be bothereo, lt'ilde you all good, 
anyway, having to search through 
the Bible for something gory.) Tobi 
Wood (15), Kilmacolm, 
Rentrewshire 
sto 


| get a say and call Olia Devil's 


muinon. | thought tha fanatical 
Bible-bashing belt ofpeople could 
onty be found thriving in America. 
Em proved wrong. Jon 
Theeffectof Bible-bashers 
worres several readers, as Paul 
Long from Portsmouth points 
Ut... 
Firstthey campaign against video, 
then cinema, than television, and 
now computer mags. Their letters 
come across as limp-wristed and 
overdone. Fanatical in the 
extreme. Mrs Angela Cook, |, tor 
one, am not convinced that 
CRASH is in league wrth any Devil, 
Only those that have been 
shielded from the real world could 
find such artworks grossiy 
offensive: 
And Richard Gosling g9es even 
further, calling the complainers 


| SEK", 


| Why should these people dictate 


to me what | can and cannot ses? | 
Religious nuts who go on moral 
crusades to “clean up' the woria 
only infringe our personallibertes. 
Emnottrying to justify evil, butitis 
ridiculous that in America, where 


|| it's usually legal to carry à gun 


around the streets, it's becoming 


impossible to buy certain rock 


music because the groups are 
supposed to be satanists) 

And of course lagree . 
wholehearted!y, but Richard goes 
further still... 


| These people must be stopped - 


the letters in last month's CRASH 


| | arejust the thin end of the wedige. | 


| lam genuinely disturbed about 


these people's attitudes and | 
sincerely hope you willnot be 
censoring the mag in any way. 
No, we won't, but we always 
listen to genuine and sensible 
opinions=no-one here FHANTS to 
offend. But | cant see in all 
seriousness that the Barbarian 
cover should have given offence. 
Many writers defended Oliver 's 
fantasy on the grounds that it was 
a realístic interpretation of the 
game it portrayed — that's 
probably a dubious argument too | 
= and others on the ground that it 
wasn't meant to give offence , .. 
lfyou look atthe picture, you don't 


| | actually ses the sword enter the 
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da 


a , 
other bloke's body. How do you 
know that the sword hasn'tbeen 
| broken and the man isn't holding 
the end of the sword? | mean, 
u'd have the same look on your 

ace if you had a dirty hand under 
your chin! 

“Says Kevin Washbrook. 
Another fancitul interpretation was 
that the one man was giving the 
othera friendly shave! But perhaps 
| the final word ought to go to Paul 
Naylor of Skiptor in North 
| Forkshire... 

Honestly though, there are 
squilions of people around who 
aren't happy unless they're . 
complaining about the welfare ot 
humanityete... Iftheydon't like 
the cover then they can stop 
buvina the magazine, instead, 


| they try to ruin it for the restofus, 


Amen to that! 
LM 


BAD OLD DAYS 


Dear Lióyd 
| write in response to Stephen 
Hibbert's letter in ths August 
| editionof CRASH. | tired of hearing 
 aboutwhatitwas likeinthe'good 
| Old days”, Fm a newcomer to 
home:computing, and to methe 
software scene is exciting and 
dynamic. New prospects are 
| appearing over the horizon all the 
| time, but Stephen is too busy 
looking at the past tosee them; it's 
not the software that's getting Did 
and stale, it's him! | 

Ask anyone whether they would 
prefer Space Invaders to Exolon, 


oreven Software Star to Tai-Pan = 


| know which they would choose, 
the new ones! 

"So Come on people, stop 

King back and start looking 
forward, 
DA Schofield, Tamworth, 
Staffordshire 

| Lookingatthe past is only of value 
fit provides relevant background 
| to the present, otherwise it 

| becomes a self-indulgent 
meaning about how fings ain't wot 
they were. Well Hage never are, 
thank goodrness! History gives 
artefacis an intrinsie value, and | 
see litile wrong in looking at the 
past, especially when you can say 
that even today (clichê of the 
monthja game stands up well, if 
+ou provide continuity sá â 
programmer's work or if yôu 
simply explain how events led up 
to today's situation. It's patentiy 
rubi at to Re games now aren't 
CM as EV MErO. 


Dear Ltoyd 

“Vagree with recent letters 

| commenting on CRASH's 
increased quality. But one element 
eta the first couple of 
years has almost, though not 
entirely, disappeared. And that's 
the parts in-between, which give 
the facts some atmosphere and 


provides insights to the lives of the 
40 CRASH oeptember 1987 


| count the pages, 


Before 1986 CRASH had a 
homely atmosphere, something 
that other magazines have lost 


| completely, That is thething which 


mares any publication readabte; a 
string of plain facts gives mind- 


| e That's why loftenlook | 
bach 


ata 1985 CRASH if | want a 
so read, but only rarely atone of 
t886.. 


Those who say that CRASHisa 
computer magazine and 


nonrelevant subjects should be 


completely removed are, o! 


Course, talking rubbish. In 
magazines, like books, apart from 
the main plot there must be many 
Other ideas, and ifit were not for 
these colher sublecis, then the 
books/magazines would betotally 
boring. 


Midlothian 


| Michael Pacey, Gorebridge, 


'homely' since those first two 
years, but then (Check with the 
coming history o! CRASH, starting 
next issue) we were, tobehonest, 
less professional then. Homever 
the bes, Editor and creator of 
CRASH, Roger Kean, is now back 
atthe heim and, asfaras | can see, 
hasn't changed his basic 
philosophy. CRASH is still as full 
ofadditional team information as it 


| was, but farmore subjecisarenow | 


covered (and Fm talking about 
computer-refevant topics too). 
The next writer has much the same 
VIBWS . 


| Dear Lloyd 
| Eprasume most 


| people intensely 
dislike missing the end of a film, or 
discovering the last chapter of a 
book ta be missing. [am being 
driven insane by the mysterious 
disappearance o! TAMARA 
KNIGHT! Not a word has been 
uttered about its sudden 
nonexistence in the July and 


| August issues. 


|would like to say that . 


| TERMINAL MAN is great, likewise 


the video reviews. | think it's very 
important to have interests aside 
from computers, so these people 
who write in saying that everything 
unconnected with computers 
should be kept out of CRASH are 
probably immensely boring. 

rours psychoanalytically 
one of the 1.6% — Victoria White 


must say I'm disappointed at the 
ungenerous carping of 
who want everything except 
Spectrum computer games 
excluded from CRASH, Obviousty 
thal's the essential part of the. 


magazine's reason for existence, 


but it isn't everyt E The usual 
argumeén( suggests thal pages are 
being wasted, that other mags 
devota more room to the central 
subject. But it clearly isn't so. Go 
Ee col emite 
mags have generally averaged out 
al between 7, oi nd finciuding 
ads) and aro he 100 mark. 
CRASH has never, ever been less 


that 112, and tends to average out 
at 124 pages, with very few more 
ads than the others. Obviously we 
want to monitor changes to see 
that they re acceptable to the 
majority, and we do that 
constantly through your letters 
and persona! contact at shows. 
Fou weren't the only person to 
want io know what happened to 
TAMARA KNIGHT = it was a case 
of space and pressure of mail 
saying getrid ofit(sorry Mel, you 


get vouroun back onusinZZAP!, 


know). Miseeifl can iobbyfor an 
abridged version of the final two 
Chapters in the CHRISTMAS 
SPECIAL... 


LM 


CHARTED 
Dear Lioyd 


| | You asked for CRASH Readers! 
Perhaps CRASH has becomeless | 


musié charts, so |'ve provided you 

with my favourite Spectrum tunes. 

sadly | can't afford a 128K so all 

these tunes are 48K. It's actualiva 

Top Seven chart: 

1) Chronos 

Ê x 

Pong 

4) Terra Cresta 

3) Robin Of The Wood 

&j Arc Of Yesod 

7) Mikie' de 

D Smith, Durham 

Isthat DJ Smith? Well, you've sat 
are must be 


tha ball rolling, 

oiee. o ee 

LM 

WHERE WALLY? 


Dear Lloyd 


| What happened to the Official 


Wally Week Fan Club? | staved 
away over Our Wally Pack for 
nearty a month, and we won the 
runner-up prize of Everyone's À 


Vrallty, but we received no details 
of how to join the club at all. Now, 
two years later, 'm beginning to 
wonder f we should have 
bothered. Does the Club exist? | 
hope so = | love Wally Week and 


“his Brilliant oames. 


| just LURVED the 
OINK! supplement in the July 
issue. My favourite Characters are 
Mary Lighthouse and the strip 
Pete 's Pimple, excellentiy drawn 
by Lew Stringer, of Derek The 

rolitama, | 

Nice to see Robin Candy 
making a comeback inthe 
reviews, t00. By the way, do you 
write the introduction section on 


* Bach review? 


Matthew Hales, Stowmarket, 
Suffolk 


Vally Week went the way of all 
ilesh. His creators, Mikro-Gen, 


sold out to Creative Sparks 


Distribution abouta year ago, and, 


as you may know, CSD went into 
receivership recenty. 

Though [used to write some 
game intros once upon a time, | 
don tanymore — that's done by lar 
Phillipson. 

Em glad you enjoyed the OINK! 


| supplement — several readers 


have Complained that it was a 
waste Of (here we go again) 
valuabie space, and that the comit 
is for three-pear-olds (which would 
expiain, | suppose, why 

WH Smith recently requested 


| Shop managers to place it higher 


up the sheilves, out of reach of 
ado Check out the next 
tar. 


| Dear Lloyd 
In e be | started to buy 
CRASH because it wás a 


opectrum-orientated publication, 
and it also treated the reader as a 
thinking adul. | have purchased 
every issue since then, and will 
continue to do so, but | feel the 
editorial content is becoming more 
distant from a computer 
publication. This was brought to 


| mind when the OINK! supplement 
“and features were included. It 


wrasrt funny, À wasn't 
ERAS but it certainly was 
hat hnappenedi! ZZAP! 64 
readers get a free tape with 


| playable demonstrations and a 


superb Rob Hubbard tune on tha 
tip side. H ZZAP! readers had got 
OINKI instead I'm sure they would 
have been greatly disappointed! 
Interesting to note that 


| detenorations in CRASH have 


occurred rapidiy since LM's 
conception. Also, it seems that 
every month brings us another of 
LM's staff, Or sees someone from 
CRASH moving to ZZAP! (eg 
Ciarán Brennan and Bamaby 


Fagel). 
| Phsie aro still good bits, and | 


applaud Newsfield for having the 


| gutsto keep trying differentthings, 


but can you leave CRASH (and its 


| logo!) alone. 


Dean M Ashton, Scarborough, 
North Yorkshire 


Asamatteroffact, the ZZAP! team 
wanted the OINK! supolement, but 
it had only Been set up with 
CRASH. You will be getting a 
demo cassette on the frontofnext 


month's CRASH. Staff changes 


are inevitable in any company, and | 


| their movement has nothing 


whatsoever to do with LM. Only 
one person has survived that 
magazine, and as you nightly point 
out it's Barnaby. As for leaving 
CRASH alone -— it's such a silly 
notion, magazines grow almost of 
ft own accord! 


Em quite worn out after this FORUM, what a concentrated affair it's 
been! And due to the sudden lack of space, | apologise to the many 
| Writers whose letters were picked out, but which failed to make it 
into print. Don't let that cast you down, though, it's strong opinion 
that makes the FORUM tick, so keep writing in with amy viows you 
have, and that's LLOYD MANGRAM, CRASH FORUM. PO BOX 10, 


LUDLOW, SHROPSHIRE SY8 1DB. 
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The Battle o th | the greatest 
Continues !! PB AP ml 91 Pd master criminal 
Join with the forces of à CAN as ho À j the world has even 
MASK , skilfully commanded e dg = 1d d seen, fact or fletfon. 
by the brilllant strategist Mati a ma = ll This classic conflict of good 
Trakker and combat the evil of the a) Ds ed E | versus eviHs portrayed with a 
ylllalnous VENOM in their quest for E: ra realism and êxcitement that can onhy 
domination of the wortd. No longer need Ny) | —— 1 “À take lts Jead from the world's most famous 
you stand by and passively observe the evil === ; “ colietiion of superhberões and supervillalns. 
deeds 0f Mayhem and his co-conspirators. pe — E There are cremions of adventure, there are 
Here Is your chance to dig deep Into yous cunning mes é creatlons of combat but there |s not a creation 
and put your skills to the test agalnst possibiy quite Ilka MASK 1! 
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Lhere are no random eventsin XOR 's labyrinthine palace and there is no 
PEC Hom hand UNE CUM rdinal OM. You HELTE all He time mn the wi ro É 
work out the precise nature of the hazards vor encounter. Logica] 
thinking, strategy and tactical problem solving are all partof the XOR 
experience. And XOR is notsimply about finding solutions: [vou can 


solve the entire puzzle( 15 levels plus an encrypted anagtam), vou quali 


to be a member of the ORDER of XOR, with a cortificate and à badge to 


DECUNE 
pPrciva It, 


“this is one of the most compulsive, cunning and 
attractive programs I've seen for some time! .... the 
game is superb - a very classy original twist on the 
basic maze theme” A+B Computing ui mute mi 


XOR's Features 


- JS graded m indbending INAaZEs 

- Each maze dPprOxIm ately Lá screvrns 
- Super smooth high speed serolling 

- | ligh resolution quality graphi E 


High speed step-by-step replas 


a 14 


- Intriguing logical problems 


Interactivo dynamic puzzles 


Also included im Lhe package is an ICON 
DESIGNER so that vou can , hange Lhe 
appearance of the game characters to 


bai | TO | ni delight Vnar trends 


XOR PAETIA, vvalable on 


Uormimodores Disk ET2yR 
Cassette 

Spectrum Cassetto ET OS 

Amstrad Disk ETA OS 
Cassetto Re 

ER sk FIZ OS 
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XOR | Jessie ne r-Avallable for BBC 


and Commodore com puters 


| 


DAME POD str 
4 loss ah dee e De E TR Lan E 
Al Pd | MS APOIOU RR RRNÇ Tititli!s E 


Es) ELE ] | LE 

FECCRDE OPORTE! 

fi RAT apo qu a | pr j 

Poti! T a A RCA RT PER ESUP R 
a | 


EH RU | 7 fi Er, 


Es im j r 

PL err E cr O A Pipa de gra 
| Lis pol Ea! EA Hd E EIA Pi Fi Ms | | 
h i E 




















Y Historic A C TIO N from the arcade goddess, it's. 





à as 












| You can keep Samantha Fox 


(hwarrr, ho ho, eh?), Maria 
Whittaker (0ooh! thanks), Maryam 
d'Abo (what a fiddler) and Sally 


| Newman (who?) — for here comes 


themostgorg bathing beauty 
this side SF Little Diddlobury On 
The Marsh .,. Athena! 

A Comps Minion's life can ba a 
drab affair, | assure you, but 


| Athena has sent a surge of blood 


er rsing through my chiled veins. 
Who is this e a from afar? 
She's the go-getting gíria 
warrior who's been running 
rampant in the arcades of late, 
courtesy ot the SNK Corp, that's 
who, and now, thanks to those 
wonderful quys at Ocean and 
Imagine, she can be yoursto love, 
hugand cherish as she bashes her 


way through seven levels cf 


mythological action. 

As you can quess, Athena's not 
the kind of gal you're likely to 
bump into in the high street — but 
she'll be on the computer-shop 
shelves before much longer. 

“Athena, the game, places this 


| wondrous heroine in a mysterious 


 beautifully 
| andasfortherest, you'lljusthave 





lanciscape full of demons, wolves 


“and... peanutmen bpm 
| seven levels of addictive action. 


There's the perilous cavem, the 
forest, ice land, sea, sky, hell, and 
finally an incredible battle 
incorporatingalithe hazards ofihe 
previous six levels, 

To defeat her foes Atherá 
collects weapon 
bashing the landscape tô 
In the sky level she finds wings, 
while fins in the sea turn her into a 
uting mermaid ... 


to wait for the CRASH review. 
On this very page are two 


“ similar-looking pictures (don't tel 


me you hadn't noticed them. .. ), 
but there are ten differences . 

between picture A and picture B. If 
you can spot all ten, you could be 
on your way to winning a fabulous 


prize. 

The first five correct entries 
drawn out of my erstuhile 
assistant (even Comps Minions 


| have Minionettes to kick) Sally 


and armour by | 





EA v AR 


a te 


Newrnan's bottomiess handbag 
will earn their senders a superb 


Ocean/Imagine sports bag stuffed 


with goodies such Se eee breath 
now...) 12 OcearvImagine 
games (including Athena), two T- 
shirts, a mug and a bundie of 
posters in a pear tree (well, 
perhaps not the tree itself). And for 
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the next 25 runners-up there's à 


copy of Athena. 

Just circle the ten things on 
picture A which make it difterent 
from picture B, and send your 
entries, complete with your name 


| and address, to: The Very Lovely 
| Athena Comp, CRASH, PO Box 


10, Ludlow, Shropshire SY8 
1DB, to arrive no later than 26 
September. 
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AVAILABLE FROM ALL GO 
PALA(E : SOF VAR 


D COMPUTER GAME STOCHISTS, OR BY MAIL ORDER FR 

RE 7 PENTONVILLE ROAD, LONDON N4 9NL 

SEND CHEQUE OR POSTAL O der ADD 80p TO THE ABOVE PR NCES POE E PA ING 
ACCESS AND BARCLAICARD HOLDERS TELEPHONE 01-278 0751. 





The future is now (and it starts on page 16). 
Three years in gestation, Novagen's 
legendary Mercenary has finally reached the 
spectrum in a conversion by David Aubrey- 
Jones. He's the unsung hero behind 
opeedlock and several Spectrum hits, and 
here RICHARD EDDY asks David how 
Mercenary changed his life. 


| T'S UNIQUE - fantastic in the wayit's the only game where you gel 
the feeling of a whole planet in which vou have the freedom to fly 

around. Hd really captures the atmosphere m a wav no other game 
| does or possibly could, 

That's David Aubrey- Jones 5 talking about Mercenary, mhichhe's 
spenta year Converting to the Spectrum and Amstrad from the! iegendary 
Atari original created by Paul Woakes. "was a formidable task, recalls 
David. Faulhad cre ated a world simulator in whichito write the game .. 

Es more ofa rewnte than a straight conversion. 

Most of David's works hava been E SONVBPSONS, and despite his low 
profile he's been responsible for many hit Spectrum games. The CRASH 
Smash Deathstar Interceptor from Svster mn 4 dssue 15), the highly- 
acclamed Spectrum version of ActvisonsHERO (issue 10) and the 
speech synthesis on Activiston's Ghostbusters (Issue 13) were some Of 
hs more significant projects. But where are the original games 7 





“Tust don have tha time, David explains. 'd begun working on one 
but then. |was offered the chance to wnte Mercenary. id been playing 
Mercenary on the Commodore and had fallen in love withit = to pass up 
achançe to convert it would just have been nidiculous.' 

David has rewrtten Mercenary substantially: the. intricate vector 
graphics routines had to be changed to get round the Spectrum attribute 
problems. and to take advantage of the computer 5 speed 

But most ot the mathematics have remamed unchanged because 
Tara. the planel where Mercenary s set, is a mathematical model — and 
as David says, Paul Woakes is the onhy person who wrles In 
mathematics to producs his games. That's what makes them so 
briltanthy different, 


a Very few make it to the top 7p 


“The computer is continually evaluating your position, what is visible 
from vour postion and how objects move in relation to you while still 


=" 


a — Eni Eno 





remaining in true 3-D perspective. This sort of calculation is infinitely 
more complex than a game where a sprite is plopped down on the screen 
and just moved left and night!” | 

Woakes's work is probably even more complex than the 4K PDPB 
mainirame computers David began on. Trying to restrain his laughter, he 
recalis. "H was this great hunk of machinery that sat on a table and had 
a huge fan thal used to make the table convulse when it was switched 
on, Then the ZX61 came along and if seemed like a miracle = you only 
had to wait a minute to know whether your program would run or not, but 
on the mainframe you had to let run overnight. 
— With the advent of the Spectrum came my firstgame - Cowboy Shoot 
Out, à Kind 'of quick-on-the-draw game, | took it down to a show in 
Londonand sold out straight away, 

“Then, alter playing witha Lazer computer (similar to the Spectrumj and 
wrtinga Longer game called Savage Toad, David wentto work forAtari. 

But with DJL Software (Frogoy, etc) he'd been developing a new 
Spectrum protection system: “Well, Td been getting more and more 
rustrated because of the time the standard óne took — and | thought | 
could do a lot better. Atthe sametime David Looker had been developing 
another system, so we put our two ideas togelher and came up with 
Speediock.' 


é é Mercenary was a formidable 
task- but you get the feeling 
of a whole planet A y 


apeedlock wasn't used commercially for about a year, despite the 
many cassettes David sent to software houses. 'They all thought they 
could rpinof...: 

Eventually Ocean took up the antipiracy technique, and it was first 
used on Daley Thompson's Decathion (reviewed in CRASH issue 10 = 
November 1984). And só began the great Speediock debate in Llovd's 


FORUM, which raged hard for months. (Gome claimed Speedlock made 
games less reliable in loading.) 

The two. Davids have been continually updating Speediock and the 
latest verston, developed two months ago, |s to be featured on many new 
Ocean releases. lt includes a timer which gives the precise Ibading 
countdown in minutes and seconds. “Very important. Well, how else 
would you know if you've got time to brew a cuppa?' 


The next project hanging over David's head is Mercenaryv |! - Sword 
Of Damocias. Em developing tin conjunction with Paul Woakes, the 
original author, rather than just writing the Spectrum and Amstrad 
versions, explans David, 'Damocies will retaim all the expioitation 
elements of Mercenary but with-a great deal more action — everyone's 
perfect game! There's more than one world to explore and |'ve justbeen 
working on-some of lhe objects that ,..' 

David stops suddenly, remembering he isn't supposed to say 
anything. Instead, he turns to fatheriy advice for budding programmers. 

“There is a living (of sorts) to be gained out of It = providing you can 
stand the laté mghts and long hours. Yes, ils good if you enjoy it — but 
very few make it tô the top. Get experience and a good company and be 
prepared to wail. To get in these ds vou-nged connections and a very 
strong game. 


áá The ZX81 seemed like a 
miracle 


» “Unique, lantastic': NEvanen s long-awaited Spectrum Mercenary prompts no false 
modesey in converter David Aubrey-Jones 
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THE COIN-OP CLASSIC - 


Driven from your home galaxy your only Rã k to ending your exile and reçlaiming vou 
honour les in defeating lhe invading for torment vour people, Armed with the mos! 
sophisticated weapons systems, quardeddBmaProtective forcefieid, you set out on à mission 
to conquer the enemy starbase, a crusdile against he most startling of death defying odds. 
The ultimate in firepower is al your fingertips, he pinnacle of spacecrafi control and command 
is within your qrasp. The strategy-and excitement only ever associated with arcade settings 
5 recugated for your very own personal mission, À coln- op classic of immense proportiaris. 


LS. Gobd Ltd. Enits 2/3 Holord Hav Hollord. Birminaham Bt FAX Tel: OZ 356 3388 





HITTING 


THE HARD STUFF 


Some computer games are junk food for the mind: strong in flavour, 
instantly palatable, but empty of nutri content. They can be 
“dangerous because they provic E such aninstantar sous, direct and easy 
stimulus, They also give you interaction without the presence of another 
eras de , and canact as a painkiller for loneliness. 

ind of mind can be absorbed da tha: Ported of addictive 
mid € hours, but it's empty enjoyment. On the other hand, | feel 
rd after emerging from the depths so a good adventure. 
Adventures dor't give your mind the same moment-by-moment input as 
| the addictive arcade games; there are long moments of staring out of the 
window, reloading a saved position for the seventeenth time after yet 
[another unexpected death and contemplating maps in bitter frustration. 


But when you're playing an adventure you're letting your mind stay 


awake and work independentiy, rather than tuming yourself into a jelliad 
mass of nenves whose purpose in life is to mova as quickly'as possible: 
to the night or to the left. 

Strategy games strike a balance, Adventures aren't really addictive in 


| the usual computer-gaming sense, because they're too much on a 


literary plane: the player types in words, which makes him continualhy 
aware ofthe separation between himself and the game. But it is possibte: 
to get lost in the 'game reality" ofa tast-moving wargame while pursuing 
à cogent strategy. 

And despite my misgivings about excessive indulgence in c: 
games, there's no doubt that the basic quality of addietivenes 
essential ingredient of any good piece of software. 


THE ARMA GE DDON MAN 


| Producer: Martech 
Price: £12.95 


In The Armageddon Man you're 
landed with the thankless task of 
coordinating diplomatic. retations 
among 16 paranoid and nuke- 
happy countries, as 
Commander of the United Nuclear 
Nations" (UNN) satellite network. 
But despite an original scenario, 
extreme polished screen 
preserteMon and excellent, 
fer Ecs | 1 
unworkabie. 

The do Man falls 
down in the engane way “pure 
strategy : the player 
soon realises dão own actions 
don't have sufficient effect on 
events to sustain a feeling of 
involvement. There's líttle game 
incentive”. 

But the presentation of The 

oem À Man Crentes a pd 
ivourabio. 
do hino 

Hj. ny 

word Cria 


Supreme 


Ai 


screen espa = it onh comes into 

" countries star 
nes missiles at each other — 
and the six main icons allow 
access to satelite control, 
information about missila 
direction of UNN 


deploymer 
allocation, 
troops, communications to and 
from countries, and the radio. 

The gameplay is divided dp 
wesks, weeks in 
| remarkable variety of ita 


affairs seem 
Gia Cla Si specific is said in 
the rules, but en 

rs to be determined by a 


Denise of information about the 


re ao adia of that power 
(cê can annoy the co Aoc 
But | re 

pino an a canci exp 

palito, in the air is the most 

cent way of finding out a 

country! pr udes —jt's one ofthe 
anificial difficulties which 


Arm Man's 
croatas. 

Scanning radio transmissions 
and decodng the jumbled 


to | communications algo provides 
| information. 
dota week | 


appéa 
time limit. At the end ofeach week | r 


the er |s given an assessment 
| nb do as Supreme 
Frias and an indication of 


the worid's radiation level, The two | 


are apparently linked. 


The player has four tasks to: 


undertake as Supreme 
Commander: remaining on 
friendly terms with a india 
power, 80 e da 
say, trying to 
attacking each other; 
balancing the economic and 


» | military needs of the powers. 


stickers tum out to be not terribly 
useful. 


| decorates the cd right-hand 


portion of the « tcon-oriented | 


nukes start fiying, around. a spy 
satelite is j over a 


stop. countries 
and. 


to | Ele into rd da 

regresenti - gs | wiich can be piel ar à) 
pregentna the fls” ot the | On, vor ip 

| information-gatherin and in ||. 
| minimising damage Wir E 
Another map of the word | | 


country, it'll come up withrandom | L 


OSTaNO | 


system | 


Standard letters are vour only 
means df communication with the 
“govermiments of the super 

ou can send a letter of Support, 
ora reprimand, ora request forone 
“or two countries to improve their 
relations with each other, You 
rarety get the courtesy of a Fepiy, 
though countries sometimes sen 
you ÉMd pano ho Hei foca or 
resources out of their neighbours 
“or CENT about another | 
country's behaviour and 
demanding a reprimand. You must 
respond immediately to these | 
letters on a “yes, no or ignore 
basis, which again leaves little | 
scope for subtlety. 
- Secret agents go missing | 
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Development, not destruction, tha theme of Martech's internaional-affairs 


(there's Rea vou can do about | 


this)" countries gi 


import factors to other Dune: | 


which |5 supposed to Indigate a 
| friend relationship between 
| them; and now and agam a 
| Supreme Commander can learm 
he's no longer wanted in office by 
a RCA gere 
Unprovoked messages 
Duet flash up on tha screen, 
ir Pi player that two 
have. decided to 

cooperate, or are exchanging 
cultural visits, Or are ema Sech 


of imluencing events precisely 


The map and stickers ara 
supposed to play a partin this: vou 
pilot which countres are friendly 


enough. 


E| | and hosiile toward which other 


the opportunity to approve, 
a or ask tor talks. Talks 
y seem to do a lot of good, 


| io Ara antagonists, agree to your 


Jow all this is intended to create 


a sophisticated and complicated 


intemational atmosphere which 
you can leam to control. But The 
E Mari comes across 
as too sublie and Complex or ts 
own good. There's no way of 
keeping track of all the tangled 


pantanal relations, and no way 


CONFLIC Ts 2 


Producer: PSS 


Im Issue 42 | looked at the first 
| ame volume of this 
ation series; Conflicts 2 has 
[onty two games, both set in the 

Pacific theatre during the Second 
| Worid War 


Battle For Midway deals with a 
surprise attack by the Japanese 
feet on the American Midway 
Island air base, and the ensuing 
battle. The Americans won an 
overmhelming victory, largely 
| because they'd broken the radio 

codes of the Japanese and were 
aware of their plans. 
| |. The game's demanding victory 
| Conditions tailor it to-this E Eslofiçal 
| Success; the player must take the 
American side, and to win he has 
to destroy more than two 
Japanese aircraft carriers for every 
- On6 of his they take out, 
It's neither sophisticated nor 
ing. The player has 
| command of two task forces and. 
two squadrons of aircraft. Attack 
alrcraft can be launched trem the 
Miciway air base, and from the 
fleets as long as the airoraft 
| “Survive, These units are 
moved around the | sea 
surroundina Midway Island in a 
at he aimiess way, waiting for one 
apanese fighting units to 


fon that jappens,a task forca 
or an air-attack squadron can 
move into intercept the Japanese; 
this involves positi 1 the 
player's unit next to the Japanese 
one, and watching a short tacky 
animation of planes swooping 
over a panorama of ships. The 
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player is provided with movable | 


ts and the ability to fire, but 
this seems to have no effect on the 
outcome of the battle. 

There are three leveis of 
difficulty and six speeds to choose 
from (none | breakneck), and. 
occasional excitement |s injected | 


| by surprise priaese air attacks. 
Battle 


Midway is 


[y aa presented, | 


competent 
complete with lists of the ships, 


but it lacks allatmosphere. | found 
it difficult to make sense of the 


ay, and there's no scope | 


or interesting tactical play. 


Bel the dae NES O Da | 


for Iwo dima. This recreates 
adora çÃ that island south of 

was of strategic 
importance. for American air 
missións. It was the firat time inthe 
war the Americans had really 
come up against the fanaticism of 


the Japanese army. And ibid | 

| the American Po ibid 

| numbers guaran victory, tha | 
panese soldiers | 

| defending the Island held out to 


22,000 Ja 


their last 216 men and the 
Americans losses were enormous. 

The screen | displa ay is 
reminiscent of Falklands “82, as 
are the orders em and 

eplay. A garish' pictura Of pues 

Jima shows a few landsc 
O TRRo io DG o 
positions. The player, g the 
American side, deploys his forces 
by landing units on the island and 
meving them infand, The orders 
are ko with in a rotation 
sequence, and in each turn units 
have the choice 6! moving or 
attáckin 


The 


Japanese forces don't 
come into view til the player's 


| no llami Alliance and A 


countries by using the the vinyl 
flags. But the game moves too fast 
for you to use them properly, and 


É information is simply not picked 


up it can't go on the map anyway. 
And what seems to be the Fu 
important set of parameters, the 
bpinion that sach Country has of 
all the other powers, is kept 
Gethoriay. obscure. H's difficult 
e | cce 
Pe ada nihe 
Nigtna to erupt between 
sive unstable powers like 
rgentina 
u cart do much about them. 
- warmongers simply ignore 


“| your polite requests for talks, and 
| RC t disarmm if you told them 
other, Sometimes you are given | 


One country can even decide to 
throw missiles at another simply 
because it doesn't have-anything 
better to do on a borir Tuesday 
attermoon. Quite often there's no 
escalation. Australia will suddenhy 
decide to discharge its nuclear 
arsenal on Japan, or Canada on 
Europe. And when two countries 
go-to war, no-one else wilt join in; 
even when | played tó lose, 
nothing apocalyptic happened, 

There was simply a seres of 
nuclear wars Etta pairs of 


[| units are within five squares of | 


em. 
wo Jima has Fipe disdo 


Pere 
«a it's very poorly presented 
Still, Apa 


A RNRANO Mar Pafcaima ES | 


re Pd id a o 


Presentation 


id | 


out of Battle 


pushed up the radiation levelofthe 

anet to a point where life was. 

+ and so the game 

ended. That seems to be the only 
bes The Armageddon Man can 


This is grossty unrealistic, even | 
mn game terms, For a start, the | 
player's De Commander 
figure woul d have all the details of 


| wortd affairs to hand. 


The | Armageddon | Manis 
beautifully programmed and 
reasonabhy onginal in conception. 
Some might enjoy ng about 
withit for a while, and the vinylitag 
stickers have some ne acta 
uses, but this game isn't likely to 
give long-term satisfaction, 


96% 
More games should have this | 
exermpiary. standard of 

presentation | 
Graphics 90% 
Very Fourth Protocol, but Grisp 
and clear 

Rules 80% 
Comprehensive and well-writien 

Authenticity -— 55% 
Some . Brownie points fór 
predicting the international power 
grouping 50 years hence, but 
spoiled by the unrealistic scenario 


Playability — 70% 


cons, theugh Not mae | 
Overall. — 65% | 
Sesppontno | 


morning trying to get seiiditáia 
For Midway, Iwo 
dimahad me absobed, In a 
A ação sort Of way, for an 
afternoo 

But ft looks like à bude me 
and should probably be one, Let 
hopa Conilicts 3, wi ich PSS says | 
will be reteased in the late gutumn, . 
wilibe better than this compilation. 





BATTLE AXE 


| Author: Scott Johnston, 4 
Bayview Place, Monifieth, 
| Dundee DD5 4TN 


Price: £1.50 and a blank . 


cassette 


 W'5 encouraging, though ironic, to 
receive a homemade wargame 
which Vd recommend above all 
this month's commercial eftorts — 
“andit'sa strange coincidence that 
| CRASH focuses on homegrown 

| edad in this very issue! (See 


| anos Axe isn't very 
sophisticated, but its presentation 
and visual appearance put more 
than half tha software | receive to 
shame. And though it's based on 
simple Samurai-type play, the five 
maps, the addictrveness and low 
price make it worthwhile. 

But there are no rules, whichis a 
pity; the instructions are loaded as 
a block and then overwritten. 

Concisely it's explained that the 
usual rampag 
north, or across the mountains, 
have decided vourtribe's territory 
would make a Er addition 
to thalr property Rd ve 
gatherad together the best ighting 


men in your tribe, which can oniy 


| muster 12 archers andiZwariors, 
But, you're warned, the enemy is 
much stronger than that . 

The player is then treated to a 


| beautifully-drawn and evocative | 
which is | 

have | 
soreen | 


ipading  sereen, 


ing | wargamers 


someth 
lgarned to live without. The 


pa is attractive and polished, 
DOkS more like the frame for 
E: science-fiction ne than for a 
tala of spear-waving barbarians, 
with embossed metal a stina 
reminiscent of 

ance is always secondary 
in a strategy game, but caretul 
na like this enhances 

or 
is divided 


Thê screen into 


several sections, one showing the | 


main area of action, another a 
tong-range view; there 
ese window anda row of 
cons. 


All tha forces can be sesnonthe | 


tong-range map, though there is 
no way of telling which side the 
black dots belong to. At the 
beginning both sides are grouped 
in soltd blocks at the top and 
bottom of-the map. Using the 
icons, the player can move a 
figure, or order it to fire if it's an 


complex arithmetical 


ing hordes from the | 


is a 


archer—this'is the extentofaction. 
The opposing sides start the 
game a fair distance a 
takés a couple of turma fi 
to get under way. 
ach unit (or figure — this is 
getting close to figure E cnledne em 


pr combat 


onacomputer)has a pool 


points which determines how far it 
can move and how many attacks it 
can make. One point is consumed 
by moving (with no penalty tor 
diagonal movement, and no 
terrain effects) and WO by firing. 
Swonrdamen have more action 
points than archers, which is just 
as well; the outcome of combat is, 
rather oddly, determined by the 
number o remaining action 
points. And when a figure comes 
into contact with another, a 
process 
takes place - the resul is that one 


ane it e 


warrior seems incapable of killing || 


two enemy warriors 
dna ra | suppose this is 
fair enough, 

The archers are by far the most 
efficient units, Positioned in range 
of several enemy 
can pick them all off within its 
movement allowance, 

And when-the computer has its 
turn, which is processed quite 
quickly, tha archers can descend 
upon. the player's units with 
imghtening speed. Their rapid 
a Souls amusingly like laser 


o 
themselves (tnis must be quite a 
feat), and the presence ol 
obstacies affects their chance of 
hittirg their target. 

This. | a fast, 
nonsense game put t 


simple, no- 
ther with 


the sort of care which professional | 


software houses should exercise. 


Presentation 80% 
Very polished, given the restrictive 
circumstances 
Graphics 85% 
Extremely attrachive, though the 
play area could do with more detail 
Authenticity 70% 
The focus on individual figures |5 
essa 
ayability 75% 
Mid and simple 
a, Ta 
megrown game 
looks better than many 


saca a erorts 


ures, anarcher | 


archers can shoot 


HEROES 


Dear Philippa 

Not being a wargamer, | feel able 
to take a fairly detached view ofthe 
wargaming scene over the past 


| few years. What disturbs me most 


about this section of computer 
gaming is that no-ône has said that 
war is morally wrong. iseems that 
the only basic strategy is “how 
Aajeta people can | kill in a given 
time ? 

Wars constantly alortiad, 
especially by those who have 


"hevar experençod it, and tis this 


glontication which sent millions 
upon millions of men to their 


deaths in two world wars. We are 
| taldevery 


T1% 


11 November thatthese 
men were patroís, that they were 
brave. THEY WERE NOT. They 
were conscripted, lonely, 
unhappy, frightened men who 
mershyattempted fo survive. Most 
faled. | 

We seam to be nm a sociaty 


| which aged dá but 
“Condones legalised killing 


(national polis on capital 
punishment show this). Aslong as 


|| you're inunitorm, it's OK. Inschoo! 


cadel forces you can be taught 
how to kilaman with aríite. Is that 
necessary? On TV we are tola that 
shooting baddles is better than 
Shooting g00d guys. tethis right? 
Surely killing is wrong, period? 

Computer games are as 
poweriul a force as TV, and the 
lack of morality in them has rarely 
gone unnoticed over the past few 
years, Perhapsa wargame should 
show the pain, anger, sadness, 
horror, frustration and sheer evil of 
War. 

However, current strategy 
games merely reflect tha society 


inwhichwe live, The fact thatmost 
people this Country would, if 
attacked with nuclaar weapons, 
respondinasimilarmanner simply 
out ofspite is tastimony to that 
moral decline, 

Theatre Europe seems to be a 
lonelybgacon ira field ravaged by 
thestupidity ofman. Onlyifyoung 
peopla today can be taught what 
waris realhy like — not num and 


“scores, but men's lives — will be 
| able to prevent the mistakes that 


our mothers and fathers made a 
few decades ago, Till war 

do that, they will have a lot to 
answer tor. 


Robert Lines, Gosport 


ras, we ought to remember that 
wargames are representations of 
the extermination of large 
numbers of human beings, but | 
dom t entirely agree with pour 
position. 

Fatriotism is a rea! feeling, and 


ii are genuineiy proarad to | 
Rot for lhe Down way.of life and 
their own freedom, The First Vora 
War was a trageoy, but the Second | 
Word War seems to have been the 
oniy, though ternbis, alternative to 
a Nazi-dominated Europe-and its 
veterans testify to that, on the 
unos. 

The wargames which annoy ma 


| onmoralgrounds are those which 


take a strident 'Comimis mutant 
traitor attitude to the Russians; it 
can'tbe healthy for people in the 
West to EXPECT war from a 
country mich hardly seems on the 
Drink of invading us. 

And has there really been a 
moralcecinein people 'sattitudes | 
to mar? A hundred pearsago | 
pacifism was haroly an admissible 
view, Dut núwadavs most peopia 
abhor violent confict. 

Other vigws on the subject are 
welcome, and Robert wins this 
month's £Z0 worth of soltware, 
which he has asked to be donated | 
to the charity Christian Ata, 
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CLU CLU LAND 
The evil Sea Urchih 
has hidden the 
goldinan 
underground. 
mystery maze. 


HOGAN'S ALLEY Use your 
tapper light gun to shoot 
the gangsters, 


o 


<, 
ER 


x CLA 
1 E ao e — — e— q qe qe em E Ge q e pp e ET E TT TS RT ED RO 
nto 


prio pes SS SS SS SO ST STO SE GER GS RES quer po. = q, qu 
e e e e e e e e O 


RA T Th Hr auch in the air! Voitve only evRoMITE You've. got to keap R.0,B:5 pyroscope GOLF Choose your clubs. Control vour swinps. 

| ada dp pn A mi soe anal he entendo GOLE sa 
Ag Fai al et yhamite in his taboratory in order to play this there's not a video golf game Fi dt ! 
És , dapper Gun game. “attion-packed game! É rd Dt dd 


forte fist ima o the UK direct from Japan comes Nintendo, the home Because when you own à Nintendo entertainment system you also get a buddy 
nment s  genuine arcade-quality graphics. Nintendo make: to play with, a Robotic Operating Buddy to be exact jor R.0.B. to his ends, 
fere E Fabre, Eitaliho world's o arcade machines, so they know what He's your partner. Seat him next to you, send him signals from your tv screen 
js - they're doin And alre raady, in Japan 9! million homes have a Nintendo home and together you can tackle the enemy. 


you can enjoy the amazing 52 colour 3-D graphics of Nintendo. Tive dr Gun . 


(on home a ps lucky to get 16 colours until Never before has there been a video gun of this calibre, The astonishing 
most e dio és tg fectrenên aim doa light sensitive Zapper Gun lets you shoot moving targets with pinpoint accuracy 
actual shadows whi ch add depth to the characters. din vç prime, tf you think you're a sharp shooter the Zapper Gun will test 
: ur 5 
Adr ad y there are 27 Nintendo Game Paks available in the UK and more 
are: beinga to the software library all the time. But there's even more to. Nintendo or Super Nintendo, the choice Is yours. 
Nintendo than the best games you've ever seen... Which set do you want? NINTENDO's superb high-quality action costs 


> £99.00* for control deck, mains transformer, two hand controls, and one free 
Nintendo Entertainment System Super Mario Brós Game Pak. DELUX NINTENDO costs £159.99* for the amazing 
enredo time home entertainment enters a new dimension. Zapper Gun, R.0.6, and two free games, Gyromite and Duck Hunt, 
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Nintendo is available from the stockists featured. If you have any questions or have 


difficulty obtaining the product, write to HiTech Electronic Services Ltd, 
Unit 28,200 Rickmansworth Road, Watford WD1 7JS. Or 'phone: 09232 41811. 


2] Hamleys Empire Stores Mail Order  Arding & Hobbs 
Jenners Gloucester Toy Shop John Farnon 
Toys 'R' US Aliders Department Stores Willis Ludlow 
P* Grattans Toy & Hobby Selfridges 
Littlewoods Mail Order Argos Superstores Telebank 
Freemans Mail Order Telegames 
Kay's Mail Order Computer Magic 


— 








1, BALL 


Thig's a quick and extremely 
bouncy tip from D Higgins (hiva 
Di). 

you get a turbo boost disk 
and the single laser, bump into 
the fashing wall. Check your 


WEapons-and vou should be | 
graceo with The Rainbow Ripple | 
laser. However H you crash into | 
the wall again you lose it=bump | 
into Tt again and vou've got dt 
back. And presumably, vou can 
kesp this up for the rest of your |D 
life. | 
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WONDER BOY | 
chao ja dino hace ie BARBARIAN 


H you're lucky enough to be in 
source, but Wonder Boy is really possession of the Skateboard ea Es 
dedicated to Activision's flat- on level one but then uniucky The continuing saga of gore and outrage changes gua ing 
topped Andrew Wrightforbeing enough to lose it through a Siigntiy, from head slicing to the more subtie art of POKEing. Who 

So simply, utterly, terribly, crash, simply press the BREAK | better to have the at word antas subject (for the “ps anyway) 
wonderful, Or should that read, and EXTENDED MODE keys | Nas py ole Sape + "ne maxby and Pocklington) Hackers. 
for being being wonderfully, together and it should be DE Infinite energy for you, 
utterly terrible? Whatever, this replacéa. 
tip comes from Glyn Lironi from 
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LET TOT=0 
| 
0,50 FORF=ge iz 
: | 60 READ Ao 300 TO 65529 a 
(70 LET TOT=Tor e 
“80 figa PANE A p 
RE N PRINT Ii 
o! IN DATA “;BEED 4 TERROR 1º 
Eai PRINT “START à | STOP 1 





BA fi TAPE» jo 


DOMIZE LS 1366 : 
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É e 
9; 1030 DATAS, 175 068 n 
di) DATA 195, 168. 137 41 I 
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US Gold's Smashed detective 
game has provoked a vast amount 
of interest these past few weeks. 
Sheaves of solutions and stacks 
of tabulated information have 
forced the local Post Office to lay 


on extra staff to cope. However, 


rummaging through the 
mountains of mail I've managed to 
put together a special tips section 
revealing the que 5 secrets and 


its 
Thanke cds go to Derrick 





Austin of the Haxby Hackers, 
Honey Monster and his brother 
Uggi from Ware in Hertfordshira: 

colm Collingan from 
Gateshead, Tyne and Wear and 
Chris Allen from Wingate, County 
Durham for the murder solutions, 


Justas manythanks goto Richard | 


Heyland from Eccleshall, Staf- 


fordshire for providing all the trivia 


answers, which lhad such fun set- 
ting out in beautiful, neat col- 
umns. 


H 





e ee TT ——— ei TO —— — em 


Smashing blaster, thisone, from that Gary Shepherdson 
Hewson and no mistake, and no ecgda-ça gi detado 
excuse eilhor for defeat now this lives routine. 


SCEPTRE OF BAGDAD 6! DO REM EV, OMEPMERDSOA 


SOLUTION 6! 30 CLEAR zagos —  MBER 1987 


| Í 

Robert Gorst sent in the solution banister, jump on the table arc e, 40 LOAD“CODE"COD 
to Sceptre OfBagdad whichyou grab the ALI-BAR Ejs) e! 50 POKE 45590 Pee a 
can use in conjunction with the back uí tairs and grab the to B0 RANDOMIZE : 5008,255 
POKEs and map in Issue 40's IREI ing either the HAT 7 USR 32768 
May PLAYING TIPS supplement. | : 
So take it away, Rob. 

directly left to the 
| take the BLUNT 
K — but don tg | 


U O De ane 


tegve 


member to swap 


| dropped 


d now 


jeTIVeBr ana go 


LE a 


TOR without 
H HELMET 


And that's only the first part of 
+ SPICE rs 1 REV E go left E O the solution! h should keep you 
Ro from the sho walk underneath the tree: * going for quite a while. Check 
& the ALI-BABA K. Then NT. Then the Jur Out next month's TIPS section 
pe tor the rest, 





7] *; SREMVOIDRUNNER HACK 
[|] e: 6REM HOWDON HACKERS 87 
"| 6, 10CLEAR 24999 
"| e! 20FOR F=25000 TO 25000413 
|| e, 40 DATAS55,62,255,221,33,0, 128,17,0,128, 
ça e! 05, 86, 5, 201 
| e SO RANDOMIZE USB 25000 
| «! 60POKE 399350 
| 41 TORANDOMIZE USR 32768 
|] º! 80 REM PLAY TAPE FROM JUST AFTER THE | 
“1º BASICLOADER HERE | 


GAME OVER Ser god Ge deu PRRRRRE-C7-5 
reviewed im Eni issu Well, it's. pi second part of GAME OVER From 
Imagine Hr Yeah! Ri, 


Hes Llowd. you ol” hell raiser yous get down 


MERSEYSIDE. 








an 


TM & £ 1987 Atarn Games Corporation, All nghts reservad. 






Electro Dreama Sofiware. Authorised User. 





“JON NORTH SPECIAL OFFER 


Jon North, our starhacker in Sutton, Surrey, has Come up with three res 
more POKE sd Sd ta ponder over. He'saiso 
compileda tape of every routine he's ever written (over 701), just send 
ehequer”'O for £4 (made payable to Jon North) to the Jon North 
Collection, 2 Hazlewood House, d Brunswick Road, Sutton, 


tforgetto enclosea SAE sohecangetthetapeto you in 



















That cute little bat Wolfan can't 31273,0 for immortality and | 

| | here'sa routineto make the cute keyword, to getthe ? cursor and 

|| felta's lie easier. Just key in the the game should start as 
listing and when the OK normal. 






























* 5SREMW 
M WOLFAN | 
: 10 FOR Ps TO patas 
8: 20 READ A:POKE F,A:NEXT E re | 
| 5! SO MERGE" "RUN USA seg o 
9, 40DATA 221,33. 0,64 17 
9; SODATA 0,150,62 255 pa 
01 BODATA 33,3 19 990 750 Ss 
| SO DATA 33,3,19,229 195 ; 
e! TODATA 86,5 | o | 






o] 5 REM HAD 

pum ES NEBUL N 
o, JOCLEAR 24575. ET Ted *ONNORTH ja 
a 









| o! 20 FORF=23485 TO jo || 
o | =[+F-23475 ra. , Lo | 

| qi S01FT=127392 THEN A:NEXT F e | 

1º, 6 LOAD: + N STOP 1? | 
o, i 





| And now tor the final routine the basic Ipader, add this line = || 

| from don North this month, an 15 POKE 33838,0:REM JON | 
infinite lives POKE for Reaktór's NORTH = and RUN and restart 

| Cupcakes game. Just MERGE  thetape. 
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jest | Pull Ra p Veda 1 
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= mn o, > REM CRASH 














e! 10 REMTHING 
K o eU Em BY TH Es 
ipa ' | TCD =) ê | 
Ra * “LET TOTAL= 
4 | 40 FOR N= 800 L=5973 TN 
a) | e, 50 READ 63 To 63865 IA 0 


= 4H] 





80 IFCDB< >TOT 
] ] AL TH Ea | 

| e! IN ALL THEM NUMBERS VT - ERROR e|/| 
| an 'NUBEEP 4 0:STOP VE 140 















ç 

Ii, 

| +“T60 DATA 249 50 1 ; » | 
| 6! E! Õ, 186, À LH 
O o! 170 DATA 214, 62 201 E 198, 128 e Eta 

DO q! JS DATAS0,0,0,50. 0,0) 7º e. 
E o! 30 DATA 50, 0, 0, 195 128 132 [o 
O! 63852,107:P | e). 
m ., 22 INFINITE OIL & Lives 09853, 175:REM o 

| 61220 POKE 29855,145:POKE 6386; io DM 

e! 230 POKE 63858 pd 





o 40 POKE 03861,20 são 









| I:POKE A; 1 ES 
e 250 PRESS LASERS 63862,177:REM o EE 
] | EE] | | Ke E 
o! 260 11,8;FROM TUE STAR PING O 
“SU RANDOM; TEN | 
“270 SAVE' MIZE USAR 63800 ro 


TIME FLIGHT 






A ' E à + | 
Whatare you, a Power House or dontfortheir flight-through-time 
a mouse? Well, whatever, here's game. 
ahack from Lucien Hoagre of Lon- 





o, 10 REM TIME FLIGHT 
JE FLIGHT 
o! 
“6/19 REM BY LUCIEN HOARE 
| 







RA TEMBE 
*!SOCLEAR 30999  BERBT 1º 
4 ps o. “SCREENS 1º 
1 “FLIGHTCO 2 | 
o; SOPOKE 34699,107  — CODES1000 Ig 







e; 70 RANDOMIZE USA 31993 [º 
E pus | E 





And now it's time to say goodbye, buttirsta wordof thanks to Nick 
Roberts (here's your hand back) for heiping with this issue's tips and 
tor polishing the spokes of my bicycle wheels [that's sPOKE 256'n. 
where nisthenumber of wheels). This month's £20 of software HOES 
to the Haxby Hackers for the millions of hack routines thay've sent 
inover the lastfew months = it's abouttime they reaped their reward. 


H you want to be in with a chance of winning next month's E20 
token send your maps, hints, tips, hacks, cheats and solutions to 
LLOTYDMANGRAM'S PLAYING TIPS, CRASH, PO BOX 10, LUDLOW 
SHHOPSHIRE 5YS 1DE, but please, please dont send stamped 
addressed envelopes in hopes of a reply. You'll only be disap- 
pointed, because ['m a swine when il Comes to writing letters 

| See you next month! 
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THE BEST| 
THING TO HAPPEN| 
“To COMPUTER MAGAZINES 
SINCE 
CRASH AND ZZAP! 64] 










= WHEREVER TECHNOLO( 
| TO ENTERTAINMENT 
- | THE GAMES ad 
- | BE REPORTING... 


THE GAMES MACHINE represents a brand new way of approaching home computer 
entertainment = apart from reviews of the latest games to appear on 8-bit and 16-bit 
machines, we'll be taking a regular look at the games console scene, examining 
technological gadgetry and producing in-depth features on computer- 
related topics. Any idea what happens when a hypnotist teams up 
with a couple of video technicians? 

Read Issue One of the GAMES MACHINE and find out! 




























m MUSIC 
MAESTRO 


| With MIDI 
gm romeno ar 
“Bit MOI METO 
vou can make 
| hegutr Frpl PES? re 
Budd tre 
processing power 
of a 16-bit multi- 
tasking machine to 
MU I-compathie 
synthesisers sad 
vou too cam 
harpme q Mike 
Oloteida, Paul 
nardcaste or 
Peter Gabriel = 
without being able 
to Didyanoteona 
waditional 
instrument. We've 
already signed up 
afreelance 
synthesiser teacher 
(registered by tha 
Musicians' Umon) 
and a techno- 
whizz to explore ; 
the possibilities . .. | | 
and we'll be talking | TECHNO FUN 
to the stars who use ? AEE , | : 
technology to Having fun doesn'tstop with computer games. The dedicated 
entertain. iii console looks set to make a comeback, and soon we'll be 
seeing games developed for the home microtmaking their 
debuton machines whichare completely new to the UK. 
Water-pisto! fights and games of tag will 
never be the same again. Nowadays 
z the well-dressed dude dons 
a water-sensitive tabard and 
plays battery-powered water- 
games with HYDROFORCE.: 
When infrared-driven laser 
tag' shoot outs pall, that is. 
Robots are fun - whether they 
serve you drinks, play computer 
games with you like our friend 
o. here, or romp around the 
living-room carpet. We'llbe 


checking them out. = 
tg 
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TV WIZARDRY 


Anglia TV have teamed up with some impressive computer bia 
technology to create an interactive role-playing game. Using paintings 
provided by David Rowe, an artist responsible tor many ofthe 
advertisments and inlays produced by the software industry, the TV 
technicians at Anglia superimpose human figures on ES 


scenes to create a game environment that's unique. 


H's not all done by mirrors any more in the world ofspecial effects. 
Computers are used to enhance and mix images, and live action can 
be added to scenes using chromakey. Areas are made 'transparent' 
by masking them in blue - which explains why this warrior is dressed 
so strangeiy. KNIGHT MARE is the name of the Anglia TV show, due 
tobe broadcast this autumn -andlook outfor the computer game, 
which Activision plans to bring to your home before long. 
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WHO KNOWS 
WHAT 
TOMORROW 
WILL 

BRING? 


On the 17th of September something 
wonderful is going to happen. The shelves 
of newsagents across the country will be 
graced by the presence of an incredible 
new publication... lts called THE 
GAMES MACHINE, and these four pages 
provide a brief look at what you can 
expect to see in the bumper first issue. 
Graeme Kidd (far left) and Gary Penn are 
the dynamic duo behind THE GAMES 
MACHINE, taking a highly effective and 
radically different approach to reviewing 
games and covering the software scene 
in general, 

Find out about Lazer Tag - tipped to be 
the toy of the eighties — in our in-depth 
look at seven different available systems. 
Dedicated consoles have returned with a 
vengeance and greatly improved hard- 
ware = but what do they have to offer? 
And on the home computer front... US 
Gold, Gremlin Graphics, GO!, Novagen, 
Firebird, and Activision all have some out- 
standing software under wraps for the 
Christmas period. Issue One of THE 
GAMES MACHINE has the answers, anda 
whole lot more besides... 

Don't miss out on what's happening in 
mM the rapidly changing world of 
computer and electronic 
entertainment - use the form 
below and get your copy of 
THE GAMES MACHINE reserved 
at your local newsagents. 
















































SICON: 


Dear Newsagent 

Newsfield, the publishers of CRASH and 
LAP 64! are launching a new magazine 
in September and | want to make sure | 
don't miss out. Please order me a copy of 
THE GAMES MACHINE, which is pub- 
lished on 17th September. In case of diffi- 
culty, those nice people at COMAG will 
make sure you can get stocks from your 
wholesaler for all those other people who 
are going to come in asking you for this 
wonderful new magazine! 


ADDRESS ..mememeseene 


SIGNATURE OF PARENT OR GUARDIAN | 
IF UNDER 18: 


cena 


nn nn nn nn nn" 





its warrior namesakKe CLapabie 
vt dofeatir nv tanks. infantr 1d hostile aircraft on the modern 
OT Deteadl me ef Thy TATAS INTam Oy and ALSATe agir Ta OT IME ERAS ad Do 


battichelo 


The Apache ... Fizrce and elusive, like 
= 


Gunship's revolutionary 3-D He you, the pilot to Try into the 


world's hottest trouble spots You use an unbebevable array of hugh 


tech informatio system ding lasers, video camera 


computers, misses, rockets 


= 


ul mússions will be remarded with 


the Canger and excitement of alac e 


k Hel 
E Mio 


Monte 
AJA - f 


oProse Simulator 


adventure in the ever-growing line O 


oftware 





See your software dealer today and become a part of the GUNSHIP 
adventure! Challenge lhe enemy. the sky, and YOURSELF with this 
extraordinary simulation 


GUMSHIP for Commodore 64/128. Cassehe LL495, Di 
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CUSTERDS QUEST 


Custerd. There are about 15 
locations in the castle itself, 
where you can pick up the 
essentials for any knight, and 
countless sites beyond which 
even include a subadventure 
opening out beyond à bedroom 
cupboard! In this area, as in so 
much of the adventure, the subtle 
writing style and competence of 
the prompts and EXAMINE 
rts give the game a winning 


PRODUCER: The Power 
House 

PRICE: £1.99 

AUTHOR: Craig Davies 



























a he Power House budget 

ER label is new to 

dE adventures. Their inlays 
tie “come complete with 
= “ programmer profiles | 
ad mug shots (Craig Davies, 
rather knowingly, has dark specs 
on), and a Power Mouse whose 
| body is composed of a hair dryer 
atop the innards of a vacuum 
cleaner. 

Completing the design are two 
potato heads who say 'Yowzer! 
Brilltond! AIM music by House 
Electronic Xperience'”. And you | 
could use such words to describe 
Custerds Quest — for the paltry 
price it certainhy is a super jocular 
jaunt through the idiosyncrastes 
of adventure. Many adventure 
conventions and quirks get the 
Craig Davies treatment in a 
thoroughly enjoyable way. 

Sir Coward de Custerd is the 
name, and I'm not quite sure 
what's the game, but | do know 
that much can be achieved in this 
adventure — the humour is in the 
feel of the gameplay and doesn't 
seriously affect the outcome. 

The opening scene sets you in 
the Great Ancestral Hall of Castle 












edge. 
For those who enjoy simpler 
distractions, the pictures aren't 
bad for à budget adventure, and 
thevire  drammn  reasonably 
quickly. In the text, also, there's 
ood use of coloured highlights | 
to break up the blocks of print in 
a most attractive manner. 

As always with funnies,  pEvin 
too many examples might lessen 
the impact of the game — so let's 
just look at a few small clips from 
Custerds Quest. 

In the castle there's a 
| storeroom with am 
Inconsequential Stone Panel. | 
EXAM PANEL, of course, gives 
“jts inconsequential! Can't you 
read? Or perhaps it's because 
vou cant understand the 
meaning of the word but 
ploughed on relentlesshy? 
Anyway it's a floor panel. Why 
not grve ita kick?”. 

Getting into the swing of the 




















» Abright 





adventure, you naturally give it a 
kick, which results in the 
following, funny: “You give the 
panel a hefty kick which shatters 
a few toes. You do a dance 
around the room with your foot 
held in your hand uttering curses 
which would shock your granny. 
You really are too gullable! 
Alright, try tapping it.” 

With wary cynicism you now 
Ed | tap the so-called Inconsequential 
à | Panel: “You start tapping. Time 
drags on. Various cuddly 
woodliand animals gather at the 
door, watching you intently as 





e 
b- You are In the courtyard, in case you hadm't noticed, at this deadpan point in the 
satírico Custerds Quest 






















shades of crimson. Suddenly and 
without warning, the panel opens 
and you fall head first into the 
room below. 

And there's a classic joke if you 
return later and try to dáp astage 






your face plunges into deeper | 





Fe 
PRE As Ed 


pm WSTER! 6 


Oosenitre 


going direct to TAP PANEL. 
Te gives: 'Rule 186:f. The 
must first kick the panel 
tapping it.” It shows an empathy | 
with the travails of the weary 
adventurer, worn down by toa 
solution 
pathways in unfriendly games. 
Custerds Quest is a very funny 
and sharp-humoured game, 
deriving great pleasure, from | 
taking every adventure etiquette 
and turning it on its head for the 
amusement of the 


many | long-winded 


spacious kitchen adds contemporary conveniente to gracious living in 
this modem but charactertul adventure game 
pe je ir ii bi iii 
| adventurer. For my money this is 
better than many others thai 
have attempted the same kind of 
lampooning; Custerds Quest is 
ço o well-written in an 
| engaging Y chatty, witty style. 


Super stu 


DIFFICULTY: informative 
prompts make the going easy 
| GRAPHICS: quite goo 


PRESENTATION: neat 


INPUT FACILITY: verbinoun 
RESPONSE: fast Quill response 
GENERAL RATING: very funny 


indeed 


Atmosphere 
Vocabulary 


pis 
Addictive qualities 
Overall 


| jaded 





aver 
ore 
















































90% 
89% 
889% 
90% 
90% 


dá 
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PRODLICER: Alternative 
PRICE: £1,99 
AUTHOR: C A Sharp 


«à tar wrecking, across the 
universe... 
= listened to that song 
sand | don't know this 
Tao perse... Hs 
how THAT song rattled around 
my head like a tin can in a tumble 
dryer and yet when it came to 
writing a funny intro the words of 
the infamous ditty escaped me. lt 
says something of the popularity 
of the Star Trek theme that the 
record, which doesn't even have 
a disco beat, can enter the To 
Hundred at all, never mind reac 
Number One, And though the 
“timing probably has more to do 
with the release of the latest 
Trekkie movie than the recent 
novelty single, here we have a 
budget Trekwhich takes a 
humorous look at the crew who 
“boldly go where no man has 
BEEN before' (even lhe phrase 
must be copyright)! 

Star Wreck fools around with 
the names of the famous starship 
crew and coalesces around a 
| Story from the log of the starship 
| Paralysed, You, Captain T Cake, 
are on a mission to the planet 








| never | 


funny | 





Sixties TV series 


Dandrox, with a cargo Of one 
Trell and a Rigellian Shime Beast, 
needed for experimental 
purposes, To complete the 
complement of weirdos you also 
have on board the Thracian 
Ambassador going to Dandrox 
and a Krall in transit to Alpha- 


| Trica IH. 


You join the Captain im his 
caban on the Crew Deck, one of 
four decks; they're all of slightly 
different shape and stacked one 
on top of another, but most lead 


“east from a central elevator shaft. 
This shaft provides effortless 


transport around the ship much 
as in the TV series, but no doubt 
you" soon find a power failure 
curtailing your movements. 

And that can only mean Mr 
Clot who, despite his name, gets 
one of the few good write-ups (“a 
fine engineer and the only thing 
which | holds. this bucket 
together). The others are 
slandered as follows: “a bleary- 
eved medic' (Dr Decoy), “a 
strange Slavic individual” 
(Checkout), and “looks like 
something out of Dante's Inferno! 


e Getting time-warpad with Star Wreck, Altemative's takeoff of the much-parodied 





(guess)! 

Observing these characters is 
one thing but actually talking to 
them or visiting their quarters 
brings about some 
behaviour, ranging 
Checkout's incoherent speech 
through  Lieutenant  Yahoo's 
amorous  advances and Dr 
Decoy's fixing — “just a flu jab' he 
says — to Mr Zulu stripping off on 
the bridge. 

But not everything is off the 
wall — there are occasions when 
lucidity returns. Firing the 
ai a from the bridge on the 
hi t level gives rise to the 
following comment: “Great! You 
have just dispatched one of the 
deadhest weapons known to man 


into the depths of space. Let's | 


hope it doesn't hit an inhabited 
word." 


And at other times the game 
can be downright civil servantish 
— EXAM WEAPONS CONTROL 

ives “This is the control for all 
the weapons systems” = or even 
estate agentish: EXAM 


| CONSOLE leads to “It's very 


nice”. Still, a return to insanity is 


ú E 8, ” nl i 
ENS 





3 F 
E 


EU 92 i 


Fm la = 





never far off, with the likes of 
EXAM HELM — “You can't put it 


on your head” = lurking around | 


every corner. 

There are spots where the 
program is funny AND accurate. 
FIRE PHASER gives “Your 
evesight isn't what it was and you 
have blown a hole in the Star- 
ship', and examining the 
Thracian Ambassador you're told 
“He às a surly old article with no 
sense of humour, somewhat like 


the average computer mag. 


the best-. 


reviewer”. 

Star Wreck isn't 
constructed budget game I've 
seen, but it does deal with one of 
the most interesting TV programs 
ever — and some of the jokes are 
still funny, despite the mass of TV 
and radio humour directed at the 
series over lhe years. . 


DIFFICULTY: not easy to actually 
get anywhere 
GRAPHICS: rudimentary and oft 


repeated 
PRESENTATION: — decidedly 
average 
INPUT FACILITY: verb'noun 
| RESPONSE: Quill 
| GENERAL RATING: surprisingly 
— amusing 
Atmosphere 72% 
Vocabulary 71% 
poa 7 3% 
Addictive qualíties 74% 
Overall 73% 
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 PRODUCER: Adventuresoft 
PRICE: £4.99 

AUTHORS: Mike 
Woodroffe, Teoman Irmak, 
Stefan Ufnowski and 
Graham Lilley 


codness, they've 


REA Y 
A My really rolled out all the 


BR + Adventuresoft crew for 
Tá VE this one. Teoman Irmak 
meet. who's often cited 
when superlative graphics are in 





the offing — hasn't been seen | 


since Touchstones Or Rhiannon. 


As with that release, the title of | 


this is a bit involved, running 
something like He-Man And The 
Masters Of The Universe 
Superadventure em The 
| Terraquake Game. lts being 








MASTERS OF THE UNIVERSE 


released in adventure and arcade | 
forms by Adventuresoft's parent | 


company US Gold. 
For anyone not familiar with 


| this He-Man chappie, let's run 


through the story line... 
Skeletor never rests in his 





struggle to overwhelm Eternia 
and become the kingdom's 
absolute ruler. Now he has 
developed an  Earihquaker 
& The evil Skeletor pretenda not to 
recognise He-Man In this scene from 
Adventuresoft's tala 0f darkness 





, ar | 
Hi | 


ED st! 


am 
cm um E 


ly 
HI 


H 





| device, which controls through 


hypnotic rays a horde of 
Rockbinders, pigantic beasts 
created from boulders who can 
gnaw their way through solid 
rock. They car also reconstruct 
themselves after injury in battle, 

Under Skeletor's malevolent 


supervision the monsters are | 


even now tunnelling beneath the 
foundations of the Shadowlands 
and approaching the borders of 
Eternia. 

You play the part of Adam, 
Prince Of All Eternia; you must 
take up the Sword Of Power, 
assume 
and challenge Skeletor. 


| don't know about you, but for | 
my hiking that story has a bit too | 


much in common with Never 
Ending Story. 

The gameplay is 
Adventuresoft — bright white 
background, scruffy presentation 
with no highlights in the text, and 
a general feel of untidiness, as at 
the very start where the question 
'Do you want to restore a saved 

me? remains on the screen for 

e first location. ts very 
confusing and untidy. 

Still, there's a good loadin 
screen, without multicolou 
screech patterns around the 
border but with mesmeric 
countdown in true US Gold 


fashion, and the adventure begins 


with a picture of King Radnor 


our He-Man alter ego | 


pure | 











PRODUCER: Wallsoft 
PRICE: £2.75 
AUTHOR: ] Bentley 


PE think this às the first 


| 4] e PAW game to reach 
(E wo my desk, so let's take a 


EA ES look at what can be 
MietiA achieved with Gilsoft's 
exciting new utility (reviewed in 
ADVENTURE TRAIL, CRASH 


| Issue 40), 


In Homicide Hotel you play 
John Stafford, private 
ps You're contacted by 
your old acquaintance Inspector 
Dwyer — there's a murder case aí 
Knightford which has old Dwyer 
just a little stumped. Barely 


| pausing to slurp the last of your 
| tepid tea you hotfoot it up to the 
| scene of the crime. 


The pathologist, his work at the 


| Majestic Hotel already 
completed, tells you it was | 


strychnine  poisoning, which 


probably occurred between 8pm | 


and 9pm the previous evening. 
The body belongs to one Mr 
Andrews, a film star, and the 
chief suspect is his new bride, 
Miss Carmel Emeldra, who was 
set to imherit the dead man's 
millions, 


The residents of the hotel on 


the might of the crime were a 





motley crew, and you must check 


seated on his throne. On either 
side of the picture are, 
presumably, He-Man and his 
adversary Skeletor. This Skeletor 
isn't the pushover he sounds — the 
creature has a hunky body just 
like He-Man's, with a skeletal 
head perched on top of bulging 
muscles. 

The pictures are of à very high 


standard, though many might | 


find they don't match those in 


| Touchstones Of Rhiannon. 


Often the pictures use the 
mirror-image trick to conserve 
memory — understandable, given 


| the mumber and quality of 


graphics throughout the 
adventure. 


Masters Of The Universe is 


another cloned Adventuresoft 


release from a few months back, 
but it's dropped considerably in 
price and should be a good buy. 


DIFFICULTY: rather easy 
GRAPHICS: good 
PRESENTATION: poor 
INPUT FACILITY: verb'noun 


RESPONSE: OK 

GENERAL RATING: quite. 
entertaining 

Atmosphere B6 % 
Vocabulary 82% 
Logic B3% 


Addictive qualíties 86% 


| Overall 84% 


HOMICIDE HOTEL 





out all their stories, Lady Mary 
Strachan is a widow from 
Ayrshire, Mr Bennet (at the hotel 
with his wife) is a merchant 
banker in the City, Dr Spencer is 
a local doctor, divorced a few 
years ago; Miss Ford is an elderly 
spinster; Gerald Muir is a young 
man in his early twenties, out for 
à good time with his father's 
money and praga linked 
romantically wil 

wife. 


Much of Homicide Hotel is 


what you'd expect from a PFAWid 
game. There's room for 
adjectives (take GREEN coat), 
prepositions (put sandals IN box), 
adverbs (SLOWLY read note), 
conjunctions (AND and THEN) 
and pronouns (examine sheets 
and drop THEM), which can lead 
to this kind of complex 
instruction: LOOK INTO THE 
LARGE GREEN BAG AND GET 
EVERYTHING OUT OF IT. 
CAREFULLY EXAMINE IT, DROP 
IT THEN GO NORTH. Most 
words can be abbreviated to five 
letters, but TAKE may be reduced 
to T and EXAMINE to EX. 

Other | PAW sophistications 
include the likes of WEAR ALL 


| EXCEPT THE HAT, DROP ALL 


EXCEPT THE WALLET etc, and 
different weight values in your 


inventory, making some items 


easier to carry than others. 

In keeping with its detective 
theme, the game lets time 
encroach upon your 
deliberations. If you have access 
to a clock the current time will be 
displayed; WAIT lets about four 
minutes elapse (there are about 
12 real seconds to one minute of 
game time), and PALISE gets you 
around the whole thing cedo É 
vou require a long time to work 
oul your strategy, 

Game time is finite, though — 
the police may not be as bright as 
vou, but they'll get around to 
arresting the guilty one after 


+ 


hours of painstaking research. | 


And ifthey beat you to it you lose! 

But by far the most important 
aspect of a detective game is the 
meaningful character 
interaction. Of the ten or so 
characters wandering about this 
hotel busily getting on with their 
own lives, one is the murderer, 
and it's the TELL ME ABOUT... 
command which will open up the 
most avenues. 

Characters will tell you about 
their alibis, about their fellow 
residents (expect mostly bad 
things!), and about suspicious 
happenings around the time of 


| the murder. 


H things are going well, and the 
slower mechanisms of the police 
machine haven't caught up with 
you, you can proceed to Dwyer, 
tell him the guilty one's name and 
give him the evidence to back up 
your conclusion. Pure Cluedo! 


the dead man's 


- The PAWis always 
Wallsoft's 


Hotel, another murder game with a 
motley crew of suspects 





Homicide Hotelis typical of | picture... 
what can be produced with a fine | INPUT FACILITY: PAI 
utility — there's a competence | RESPONSE: PAW (fast) | 
it which immediately | GENERAL RATING: a good 


debe us standards. : 

Walisoft às at 10 MWheatlandis 

Park, Redcar, Cleveland TSIO e 83% 
2PD — but let's hope this home Voca uia ry 88% 
software is picked up by some Logic : 86% 
bigger company and sent into the | Addictive qualíties B4 % 













1338, Ashton Old Road, Higher Openshaw, Manchester 
IG ia Tel. 061-370-5666] | 











with us in DIFFICULTY: easy to play, but 
Homicicie completing if is another matter 
GRAPHICS: quite good 
PRESENTATION: I'm not keen on 
the big Hs on either side of the 









the game up to| PAW game 









Jverall 84% 
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The Hobbit and its 
satiric sideswipe The 
| Boggit kick off this 
month's 
BREWSTERised tips 
“and hints... 


Many of this month's questions 
on The Hobbit are overlapping 
and entwined, but let's see if we 
can unravel the threads. JEFF 


outof the spider webs but is now 
stuck at the Elvish Clearing. The 
eniy visible exit takes him back to 
| the before the river. He 
now wants to know what to do on 
reaching the Elvish Cleari 


will take a barrel. Type WAIT and 
he will throw it. KYNO CBSSFM 
and you end up in the river. Go 
east to the town. (Thanks to 
JASON LIMBER for that 
solution. Ate 


DANE COWAN would like to 
how to get to Gollum from 
the dungeon and what todo 
when out of the wood elves' 

e « While he's at it, he 
| MW nt mind rolling out the 
bao as we Gollu WA em 

D (o) ollu nm 
Thorin appears and SAY 
THORIN OPEN WINDOW, 
| CARRY ME, and then gowest. Go 
southwest, “and down, WAIT for 
the goblin to appear, then go 
, then southeast, then east. 
“Atthe Elvenking's Dur eon, wait 






“go west to the ho 4 Halls. 
Wear the ring and examine the 
magic door. Many thanks to 
DESMOND CORRIGAN, who 
supplies many of the 

“Hobbit answers. 


Right, if you've been paying 
atlention E vouil realise we're 
beginning to enter the repeats. 
No prizes for spotting the familiar 
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in the pese 1 How do you 


 FUGE has discovered how to get | 
| 3 Frombereyou 


Go to the cellar and the utler | 





out of the 
dungeon! 


 goblin's 


2 Can you go in or out of the 


goblin's back door? 


| 3 ia dd 
4 How do you get past the 


5 Where do you find the wood 
elf, and huh you kill the 
butler? 


6 How do you enter the barrelin 


the dd s cellars? 
Something tells me OLIVER 


| prt d here is having one or two 


oblems with The Hobbit. Well, 


here 
2H incas open E eram 


through into the dungeon you 
Lind extra 7.5%. While 
“outside the door tie the ropeto | 
the door and the program 
replies “which hills! So advises. 
DAVID COOKE. 

northeastto 
the Gate Of YF Mirkwood, then 
vou go east and east till 
you get to the west bank of the 
river. 

4 CSFBL the web, Go northeast 
and CSFBL the spider's web 


, IR 
5 Tato Lake. Gosouthto the 


E 
E: 
ER 
ain 


| ng, POR 
CESSA, ESJÓL THE xJOF, | 
then DMINC into the CBSSFM 
and close the CESSFM. Wait 
till the butler throws you out 
via the trap door and you float 
to the Long Lake. 


“Please can you tell me how to 
uh the ring in The Hobbit-1 

step getting é captured and 
throw ba in the du ns. Em 

y the fastest typistof SAY 

TO TH RIN “CARRY ME' in the 
world by now! I thought The 
Bogait was the funny one, not 
The Hobbit. H'you open the chest 


“and climb into ft Gandalé closes 
| tillsomeone opens the door, then | 


the lid on you and you can't get 
out! You end up smashing your 


-skull inside the chest. You can 
also bd Elrond around with 


ide di then enga Thorin to carry you, 


to carry him!” 


| En IAN MILLER. 


— UMM Gollum with TXPSE and 


jotted down on your tetter so it 
ill have to stand! 





| 1 Provided you have the large 
| ces just WAIT till the Seco comes 


“2 EJH TBOE, examine the torch, 


“can'tget the yoghu 
| the batter mada is used 


| wear the aftersh 
| rotting potatoes. You jum on 
: locier; 


laboratory. 


take the ring — well, that doesn't | 
quiteseem right, butit's what I've 


A MANSELL is keen to locate the 


| whereabouts of the sword and 


the ring but in an almost entirely 
different game — CRL/Delta 4's 
The Boggit. 

When you encounter the trolls, 


DMINC astecas tofindthe | 
| sf dra dp 


E gett t 
ao a and then east to find 


nce vOU “ve 
eg od s dungeon, 
go east, north, 


the magic ring. Thanks to JOHN 
WILSON for thoie à tips. 


“How do | kill the Beholder? Can 
pm climb out of the crack? If so 
ow? H you find the ring how do 
you escape from the caves? 
wonders JOHN LOFTHOUSE of 


| The Boggit. 


To get rid of the Beholder just 
ee DL CFIPMEFS when 
thecigarette, In the cave 


WAIT the crack opens and 
willbe adido to the goblin's 


| dungeon. Head north, southeast 
and then south to meet Goldbum, | 


then south, south, northwest 
east and up throug h the gobhin's 


| back door. (JOHN WILSON) 


“Lhave just bought Th 

Boggit and the game is bei but 
can'tget very far onitso can you 
help me?' So writes EDDIE 
COOK, “and he gives his queries 


thus 

1 What do you do when in Part 
Two youareupatree? | just can't 
get down and keep getting burnt. 


of them but keep getting 

Rare back. How do | avoid 
em! 

JOHN WILSON's solutions: 


ong to escape the goblins. 
UISPX SPOF, QVMM SPQF, 
which pulls the window. 


about the role of the acid and 
rt from the 
cold store. He can't gei the test 
tube from the top of the locker, 
either. 

MARTIN FISHER enmrinto inas 


releasing the hatch and 
with the solution to the iai dt 
mystery 

Get the jar of Old S jes and 
ave. You can 
now go into the cold store and get 
the butter and don carton 
unaffected by the pong of pap 


bed to get the key to the 
and the test Gui is to be fou 
with the spatula in the rim 


Here's a mixed bag from B 
MOODY. 
1 In Ship Of Doom, how do you 
open the secret door? 

Well, the only problem i is how 


HMBTT DPWFS. The first link in 
the chain is the CBUUESZ which 


get out of the railcar? 
Unfasten the seat belt, Exit the | 


cha the touchstone out of 
Nottingh copio In the same 
toi do you get into the 


400 gold coins, (ROBERT 
| SQUILLACI) 


is not with the input system! E 


“few eta * admits SCOTT 
HOWARD 


2 When in the dungeons| getoul 


| ae: Get the cheese and close 


| Scrolls classic The Pawn. 


JAMES BEDFORD is doing well so 
“far in Subsunk but iso't quite sure 


“4 Howcan | carry the 


“are connected," says jonath an. “1 
“can carry the 





can be had while wearing the 
TOFDT. Insert this in the IPMF im 
the SPE togetasonic - 
screwdriver, then point it at the 
DPWFS over the key, Insert the 
key into the hole in the computer 
room, then go to the cold room 
where a door will have been 
revealed. Shoot and enter the 
hole. (ROBERT BURGESS) 

2 In Seabase Delta, how do you 


car. (KARL MILES) 
3 InRobin Of Sherwood, hom do 


ral is a touchstone once 
vou've rescued Maid Marion, 
about the dead Belleme. Knock 
on the abbey door. À nun will tell 
you of their touchstone worth 


Time for a catnap now with e 
game at the end of the files. . 
ZEZE. Nam having problems 
with Mastertronic's ZZZZ, and il 


cannot get further than the first 


From the ocean go north and 
inn teta sand ql 
tt the bucket. Dig again to free 
the Sanman, Get the bucket and 
go west. Push the bike and go to 

the ice place. Ring the bell and 


ice place and examine the 


idge. Untie the chest and 
openit. Get the tie and pistol. Go 


lift, (STEVEN HOUSE) 
Time for that Rainbird/Magnetic 


JONATHAN CHARD has this 

128K game and wonders: 

1 Why does the guru say 
'Perrier ... no Perrier' when 
Egive him the water? What 
does he want, then? 

2 How can | move the boulder? 

3 Howcan Imove the 

wheelbarrow? 


floorboards? 
“Lthink Questions 2, 3, and 4 


sin the 
wheelbarrow and use them to 
lever the boulder.' 

To stop the guru laughing, 
remove TIJSU and cover the 
XSITUCBÕE with it. Carefully 
drop the guru's CPXM on the 


It. Take this back to the guru. The 
floorboards are lifted when the 
door is shut to go down only. (R € 
HEWISON) 

PETER RUSHON is stuck at 
two points in the same game. He 
wants to know: 


| 1 howtoopenthe safein the tree 
toget the key which is under the 


enabling him to vote; 
2 how to get past the dragon. 
1 Use the key to open the safe. 


pe hiketo the Sanman. Enter 


west twice, then north. Thumb a | 





lateau and put some TOPX into | 


-—e 


[— 


take the candile, 





| 2 Shine the XHUF atthe 


shadows. The dragon willthen 
eat the 13 hobbits instead of 
vou, (R C HEWISON) 


'Having played Level 95 
exceltent Lords Of Time for about 
four months | have become 


stuck. | need the old mattress for | 


Level 7, but where às it?! 

Get the fallen star from the 
Milky Way (make sure you're 
wearing the gauntlet), open the 
door of the starship's swimming 
pool room and get the rocket and 


| mattress. (RICHARD PISSE) 


AIN WISEMAN writes: “In Matt 
Lucas, how do | buy the meat, 
where do | get the money from, 
dg is wrong with the vending 
machine, and how do | get into 
joe's place? 

WU the vending machine and 
some money and chocolate will 
fall out. Buy the meat from the 
butchers. Knock on the door, go 


| west. |P 5 COLES) 


“In The Hulk, how do | stop the 
ants eating me, and in Human 
Torch And The Thing how do | 
get out of the tar pit?” asks 
CH RISTOPHER HERD, who 
clearly enjoys Marvel comic 
characters. 

When confronted by the ants 
make sure there is no opening 


| where they can attack you. 
Before meeting them QMVH cars 


(with XBY), DMPTF mouth, IPME 
nose, TIVU eyes, CJUF lip. 


(DAVID EVANS) 


As Torch, enter the pit, switch, 
your breath, 
wait till Pa figa pi flameon. 


high, fly to t 


A NOLETON) 
| And now back to Tolkien, with 


Melbourne House's latest 
adventure hased on the master's 
work, Shadows Of Mordor. 
ROBERT GREGSON has been left 
in the dead marshes and has tried 
the raft to no avail, 

Having made the raft by 
dragging and dropping four hogs, 
yougetonthe 


raft bound by Pb 
“and push the raft south with 


branch. Once you reach the 
other side, say to Sam “get off” 

and push the raft north. (NEIL 
HARRISON) 


Time to weave our way through 
some of Spiderman's adventures. 
LEE STANIFORTH writes: 

'AAArgh! You've got to help me. 


| Ht's Spiderman! How do you get 


rid of Electro? Has it got anything 
to do with the aquarium? What 
ne ap o make 950 
pounds à paper nce PEA get 
the paper printed what do you do 
lhen? What's the bio-gem for? 
How many gems are f 
What's the à) ema for?! 

Quite alot of questions, Lee — 
you're clearly a bit tangled up in 
this web of intrigue. IJU Electro 
and he is stunned. To start the 





mentioned 


areatl 
“the monster er Dulline you under 


“examine lhe door 


“presses take lizard man, Electro, 


“Dr Octopus, the desk ud so om 
to the TOBMEFT and keep adding 
things till the dial reads over 950 


nds. Then ga to the 


SJOHN BTUFST room and t 


om the DONQUUFS START. 


(That tip's from PATRICK 
HARMES 


.) 
Open the QBQES to find a 
gem. Take all the gems to 
Madame Web. Of the answers to 


a reference to nine. while. 
another. mesmo of 13! But all the 
ai the baby formula is 


an stuck with 
Spiderman for a moment, 


where to find the printi 
above. da ceia 
Ringmaster, go to the co r 
outside his dis TIVU your | 
FZFT so the Ringmaster will be 


into his room, QVTI LOPC and 
turn LOPC. (STEPHEN 


Djs began 


The wei Bhing an and Sinieboça 
rooms are u 
They are found at ue citóvia 


| bottom of the ventilation shafis. 
| The cer in room is on the 


Back to Lord Of The Rings, and 
STEPHEN MULGREW's postcard 
goes lee éhio: “Please tellme how 
get through an outline of a 
do at the Gate o prendad I 
cannot point you 
ge te how do you stop 


the water? And what is the shirt 
of ba for?! pet 
've got the ri te, you 

eo to the 

door GS] FOE. As to the monster, 

slash its tentacles. The shirt 

Well, wear it of course! E 

JENKINS) 


PHILIP GIBSON is also stuck on 
Lord Of The Rings and is still not 
quite safely ensconced in comfy 
Hampstead. In LOR he wonders 
how to find Strider in Bree 


| without being killed by the Black 
' Riders. And in Part Two of the 


same game he's stur à for a 
password for the Redh te. 

Enter Bree and sli into the 
Prancing Pony. Send Sam Si 
Pippin outto killany Black Riders. 
(DEREK JENKINS) 


The magic word is 
"VOEFSIIMM. (DES DAVIES) 
Hampstead eludes Philip . 
because he can't get the deeds to 
the cottage, the tie, Pippa, 
Chubby, the car, or a job. To help 
Philip on the social ladder here 


| are some tips on etiquette .. 


Meet Justin Perrier on the train 
and give him the lathe, retaining 
CSBDLFU. Wear the UlFhe gives 
ga Collect your CPOVT and 

uy the cottage at the estate 
agents. You meet Pippa at your 
OBSUZ in Covent Garden. For 


the car go to the CBOL and 
collect it from the car park. Go to 


Spiderman inmy files,one makes 


DANNY JORDAN wants to know. 
how to defeat the Ringmaster and 
presses 


unable to hypnotise you, Go west 


| tamp which 





the mansion in St John's Wood. 


for Chubby where Pilgrim asks 
who you want, For a job try the 
HFOUMENEO'T club - and 


masquerading as! pasta to 
STEPHEN ELLIS. 


| remember who you're. 


A right load coming up here from 
MATTHEW HILL. Heroes Of 
Karn has a frog, but how does he 


| getit? dg HBT to ao rid of the 


wizard, 
Shrewesbury Pam E a 248 but 


| how doeshe getonit! Now don't 


hold meto this one — but try 

BOARD TRAIN; this solution 

ringsa distant bellin my memory. 
In The Hobbit Matthew can't 


boat will float across. 


(DESMOND CORRIGAN) 


In Mafia Gentes Hi, after ” 
5 e! le by tuo men 
| ig 





| neé altogether sure about this Sae 


—buttry radial your profile by 
dropping the keys, cutters and 


gloves. 


And in Matt Lucas Matthew 


can't find a use for the hairpinor. 


catch the pusher in the flats. Use 


ue cceaçt to QJDL MPDL in 


ger's diques and shoot the 
de add with a gun you find. (PS 
COLES) | 


Never Ending Story... and 


RICHARD WILKINSON i isina 


sticky situation at the massive 
spider's web. To pass the web, 


DVU it when carrving the 
TNBMM LOJGF. JOHN. 


| WILSON) 


Now a host of stumped readers, 
“all with at least one query on. 

Masters-Of The Universe, a game 
Fr ve finally got round to 


reviewing in this month's 
ADVENTURE TRAIL. 
But GLENN HUNT kicks off his 


| listwith Golden Baton —he wants 
| to know how to kill the Saba and 1 


the gorgon and how to o 
door in the dark. Go to 
massive door and IPME NISSPS to 


TBMU and feed 
The darkness may be lifted 


(though E'mnot sure) by an old oil 
allows you to see 


underground. Ep the. 
sodden rag to fill the lamp. 


(RICHARD [OHNS) 
In The Hulk Glenn isn/l sure 


what to do with the Chief 


Examiner. When: you meet the 


| chief, examine the program and 
| desk, and then say IFMMP. 


Onto Inca Curse, and what are 


the special items for the sand 


dungeon? Rope, ring, blue sora 
and red stone. Don't drop the 
blue stone or the magic dita 


you'll be unable to get bai 


of the sand dungeon.. 

“And now those Masters Of The. 
Universe queries — how do you 
get the mirror without dropping 


see the boat. UISPX SPOF across 
the river then QVMM SPOF. The 


reflect the gorgon's stare. Killthe 
TMVHT withthe 
them to the crab, 


E Linless | missed my guess, | 
agreed with her, but | kissed her 





ne amora how do you ixthe 

k, and what do the minus 
ade and abacus do? Fit the 
minus to NJSSPS, fit the timelink | 


| to DMPDL, and remove CFBE 


from the ahacus (these and all 
other Masters Gt The: 
Universe tips from ANDREW 
EDNEY). 


BEN SMITH'S Masters Of The 
Universe puzzle centres around 
the jaw bridge, To lower it, JU 
DPBU ofEsNT. 

He's also stuck in Claymorgue | 
Castle and asks how to get to the | 
lava when you're in the loft. Just 


“KVNOQ from MPGU and avoid 
| dramin: 


the bottom of the moal, 

Andsoto MARTIN DRUMMY.. 
Martin has kindly submitted. 
solutions for Rebe! Planet and 
Valkyrie 17, but he too is finding 
ita big task mastering the 
universe. He asks: How do | get 
to the Shadowlands? Where are 
the two timelinks hidden? Howis. 
the. moleculator used? Is it | 

ary to fit the minus 
manacle to the mirror, and if so 
what does it achieve?” 

From the location where you 
get the moleculator, go pps 
then west, then south, get the 
glass, go west, north, west, south, 





| FOUFS NJSSPS and you appear in 


the Shadowlands. | 

The two timelinks can be found | 
by examining | 
TUBMBHUJUFT and the TPIM. 
UISPX the moleculator at 
Rockbinder. The minus reduces 
the mirror in size. 


| GONE TO THE 


UNDERWORLD, BACK 
SOON — ORPHEUS 


ne jo queries sent in about old 


“erhe first concerns Village 
Underworld, mapped in the Issue 


41 special. I'm not sure where 
Orpheus, which produced the 
game, + or if if still exists. 

€ second query, concerning 


Intech's Bimbles, E can answer. 
Intech is to be found at 35 Lindale 
Avenue, Preston PR2 5LL. 


SUPERHEROES | 


“Alexaciy 5.47 pmonl July | 
completed Delta 4'5 The Bis 

eaze to be confronted hy the 
foilonçáio message: “Oh Bert! 
she moaned, “Sam, | corrected, 
'Oh Sam, you're so. . - buteh, 


anyway just to make : SLFE, 
Another case w Fápped up, 
arm nie rdame to break my he art, 
another utterly clic héd e o] 
THE END | honestly)". es 
So pros aii Mark Beech, who 
às the E Ee Sl) PERHERO. 
He just E Ted Webb (7 June) 
and Anthony Blews (8 June) on 





| this particular case. 
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PRICEOF |! 


MAGIK TOPS 
POLL 


Dear Fellow Adventurer 
We recently asked ou 


r members 
to vote irado they considered | 


iss ae se Iventures in 1986. 
Haro detailed E 


Justover 1,000 members voted 
bin 


which, statistically pestini 1, 
| represents à very accurate resu 
These awards are currently the 

only ones which are compiled 

| from votes cast by adventurers, 
and not by arcade-games-o 

players. The final results are 

| much more acentaio and 


representa 
Golden Chalicos The Price Of 
Magik desta E] 


Silver Chalice: Kavieth (US 
Gold'Adventuresoft) 
Bronze Chalice: The Very Big 

Cave Adventure (C RL) 


Honourable Mentions include 


“The Pawn (Raimbird), The 
Bogeit (CRL'Delta 4), and Rebel 
| Planet (US Gold/Adventuresoft). 
THE ADVENTURERS CLUB 
640 Menelik Road, Ager id 


GAC YESTER- 
DAY, GAC 
TOMORROW, 
AND FINALLY 
GAC TODAY 

RANDOM MESSAGES 
dabaaad pi must be written, 


preferably high 
tired + RAND dg 

+ 1 is the message 
cosa ndo Pad the 
computer wou a message 
between 1 and 7. You must 
| aves s remember to add at least 

e random number because 
MESS (0) does not exist and will 
sat ndo ça You can start 
Your ra m messages from 
wherever you like in the message 
section by changing the first 
number to your first message, so 
Pi ape ari 
o would change the 

ion to read 
100 + RAND X where X = 100 
is your last random message. 
usted pah ly 

in every location — they need to 
ed The high-priority 
condition could be anged to a 
local condition so the m 


ya À chi rooms, or 
indeed il “could be changed to a 
low-priority condition so random 
messages only appear on certain 
actions such as an attempt to talk 
to another character or perhaps 
a cryptic help routine. 


Teis possible SETS 

tis pos to incorporate your 
own character sets into 

GAC. The best method is to load 

in your character set before the 

main adventure. First save your 

required character set as code to 


| a separate tape, Save your data 
| from GAC às à runnable 
| adventure to a separate tape. 


Create à loader for your 
program: 
10 PRINT PLEASE 
WAIT... LOADING* 
CLEAR 64599 
LOAD “* CODE 
64600,768 (your 
raracter set) 
| POKE 23606,89 
| POKE 23607,251 
LOAD “your 
adventure” 


SAVE “loader” LINE 10 
Pr dl character sets are 


| omputer 
epecialiss al you have todo is 


wnload them, save them to 
tape and load them back into 
your adventure as | described. 
Fonts by Alan Grier is 
recommended for this task. 
So on your final | 


tape 
would first save the loader, 


followed by the character set of 
vour choice and finally the main 
adventure. H you want to 

psd nina loading screen 


st insert 
35 Pego “+ SCREENS. And 


save the screen after your 
character set. 


GRAPHICS 


Asfarast oi citei PS 


“facility for importi 

and UDGs into GAC | duelo 
| utilities. | think this because 
GAC does not store the pictures | 


in memory but redraws them 
every time they are accessed. 
Therefore i 


Eb io olha 


pictures, they can be datar 
together in various ways to 


| create ao 25 different RR 


when only five were originally 
drawn. This saves quite a lot of 


memory 

The amadrircation are almost 
limitless. A frame round the 
picture adds the professional 
touch (see Ransom, the 
adventure included with GAC). 
This too uses very little memory. 

First design he franc asa 

Fe 


Ns eqresnço dr po doca 


pictures. The frame should also 


Include the colour of text so y 


don'thave tone enterimg É 


attribute to each 


ires. Be carel ri 
design your frame, taking 
colour attributes into account. 
oa keep within the confines of 


grid. 

Text without graphics scrolls 
messily up the screen, so to tidy 
the screen up specify a blank 

which contains just the 
paper colour of the text in 
vestion — using this method the 


que will onky scroll a thirdofthe 


way up the screen. 


MULTILOAD 
The GAC has no in-built facility 
ore aa rbd Rae 
are ways rou 8, though 
easiest is to have a password 
entered hichicanonhe be found 
inthe praia pare H the 
password Es wro uter 
will ask again till t e player has 
ent correct password 
ea Rs 
i ty Ike 50: 
IF (RES? 4) SET (4) SET (5) MESS 
100 END 
then idos local conditions for 
your first 
TF (GETS) & V & VERB NOT 1) EXIT 


EN 
IF (SETAS) & VERB 1) RESE 5 
WAIT END 

The high-priority transiates as 


| be o qu an UE ask 


cpa 


for a passwo 
al conditions retenção PR 


Line 1: “if the verb entered is not 
the then ask the player 
n for the password'; 
: “if the password entered 


= enrêndl done. continue with the. 


adventure”. 

The verb in question is the 
password, It doesn't need to be 1 
-— it can be any number. 

The second possibility, which 
allows more freedom. 
movement in your adventure, is 

to have your character loaded at 


the beginning of each module. 


your dera and object: 
different parts of the a 

must be given identical ciper 
— tt won't work if they're 
different. To incorporate this 


“drop firelentio Ge 


IF pa ta SET (4) LOAD LOOK | 


bg Pp aa of each part 
Ri load in a character 
vou can start to play the 


“ Multiload is extremely 
complex and not recommended 
for beginners on GAC. I've only 
brushed over the surface of 
multiload, since to go th 


| e 


in itsel 
DAVID SALTER, Nottingham 


SECRETOF | 
KNOWLEDGE — 
CORRECTION 


Dear Sir 

After reading your Pop to 
Knowledge in Kobyashi Naru, | 
found a mistake in it. When you 


analyse the Neicor del hão 


discover Ri is near to 

Ther rg dopãs the leaf can be 

used it must be ven lrfe, Simply 
dd 

pluck it out of | 


PATRICK db My Belfast 


Frank aa letter, ebay 
w me greatiy; 
every time | think of a new reader 
like you joining ADVENTURE 
TRAIL | think of all the issues 
they've missed — and all the work 
that went into them! As for 
errors, well let's call the Kobyashi 
Naru mistake an omission. It 
sounds better! = 


ZIPP! 34 
Dear Derek - 
In CRASH Issue 34 you printed 
Ben Hanson's 'zippy routine” for 
searching code for vocabulary. 

I can load the routine to tape — 
he problem comes Vve 

dd the game code, Ican't get 

the routine to search the code; all 
| seem to get is part of the 
Spectrum's printer buffer, Hhink. 
Could you tell me where | might 


be going wr 
Also, do isa 1 of any books 
ds olincinao dd | think getting into 


ograms is just as interesting as 
E games but | don't know 
dao started or where to get 
any information. 
BERNARD PARKINSON, 
Lancashire 


| haven't the foggiest. What 
sá totout there in the real 


DB 
Send your queries to 


SIGNSTUMPS, 
CRASH, PO BOX 10, 
LUDLOW, 
SHROPSHIRESY8 1DB 


pa insert tido ee RS 
condition: 
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Slodze? You wantsleaze? You gol 
it. Sleaze and sordid gossip - 
that's what the Piranha bunch like 
better than anything. Well, apart 
from huge pizzas, and drinking in 
strange pubs where the tabletops 
are level with their mouths .. but 
that's another comp. 

Helen Holland is the one 
renowned for knowing all the 
latest like who's with who and 
what they're doing. In fact, Piranha 
named its Smashed adventure 
The Big Sleaze alter Helen. 

in case vou don't already Rno 
(and dt pou dom ty clidirt you 
read Derek Brewster's review of 
it last month?) ... The Big 
Slnaze 15 à spool of lhe Graal 
American Detective written by 
Delta 4, kings of Quill, 


it features Sam Spillade, a 
dimiwlt private dick, But Derek 
rated it as a great adventure and 
awarded nt 83%! 

CRASH has dO copies of The Big 
Sleazo to GIVE AWAY, as well as 
a few axtra goodies. All you have 
todo is take this drawing of the 
seductive Piranha and dress it in 
the trendiestin fishy Deaciwear. 
Take your inspirationtrom 
anything you lis — Excepl 
Prinçess Di's wedding colechon, 
'cos everyone knows lhal fish 
dom! get matried and have t got 
that much money ampvay...a 

The best or silhest, entry willmin 
acopy ot The Big Sleaze a E5 
Cannon cinema voucher tor the 
winmer to see any film they like — 
and pe or she will be the VERY 
FIAST EVER member of Piranhas 
Fin Club, which entries them toa 


Piranha pen, à badge, 
membership card, posters and 
nemistétters (telling you all the 
latest Piranha gossip) as well as 
the chance to get Piranha games 
and clothes cheap, 

The next four winners will each 
rocóive a copy of The Big 
Sivare and a ES cinema voucher, 
and the next 35 runners-up each 
pet a copy of the game. 


So get your desiqning caps Qn, 
and when you thunk you vo COME 
up with the United Colours EM 
Fishwear, just take lhe form, IiHet 
in, stick itinside a dead halbul... 
ar, sorry, envelope, and postit oh 
to: me Er 





GET INTO CRIME! 


CRURECRECORERS US CA SUA ADI LER BUCOIA 

You are the ice cool leader of a gang of drug crazed 

terrorists. Your main goal is to become the richest, 
toughest and most notorious gang in the city. 


Cm TI o 


ns 


crus tm rs 


[= 


à o E: - 


SEND YOUR NAME AND ADDRESS TODAY FOR YOUR FREE TRIAL OF 
IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME 
a Writeto:— 
KJG GAMES, PO BOX 11, CLEVELEYS, BLACKPOOL, LANCS FY5 2UL. 





PBM mailman BREN- 
DON KAVANAGH 


with pap, of 


world domination — 
| PLUS expert tips 
from one who's seen 


' empires come and go 


| above ajreiso, Megalomania is a 
game of psychology : OUiguess na 
the enemies in milary tactios à 
“outthinking them in diplomatic 
strategy is the essence of it. 

Start by putting yourself in your 
spponent's shoes; identify their 
problems, visualise their 
opportunities. Most importanthy, 

“ses yourself from their eae Only 
with this p perspective can y 
protect your doraele iram rol 
predations while conserving your 
forces for your own attack. 

Study your enemies" war plans, 
to leam their ploys and gain insight 
into their weaknesses. Analyse 
| your enemies” enemies, Who 
could become your alles — or join 
with your foes agamst you. The 
world is round: no matter how far 
away a pleyorappeara to be) ii 
| hedoes may affect you. 
Anticipate. 


Fi rules carefully — 
Megalomantia is cruel to those 


| asmall numberofplay 


| at this early stage. | 


isa 


| strategy 
| Wargame which l'vebeen trying to 


play for some time = and finally | 
understand it! 

It's a fixed-turnaround game for 
erssetona 
world map (OUR world, withminor 
alterations) of 154 countries and 
355 seas. 

At the start of the game each 
Dlayer is given a country and a 
budget of Treasury Bills to spend 
on industries, armies and navies 
as well as further countries. The 


first few turns are used for players 


to settle into the feel of the game (it 
tookmeages ... jasthey expand 
their littla empires. 


By the second turn, | found, the 


s were getting under the 
others feet, and since then 
Megalomania has been a blur of 


battles, alliances, defeats, and the 


odd victory. 

The basis of Megalomania |s 
simple, Dut | couldn t attempt to 
explain the rules and full scenario 


in detaill- it's pretty involved! 


Megalomania brings-out the 
beast in peopls, once the 
A rulepooK has ea 


who make mistakes, and the 
ramifications of the rulebook. 
aren'teasy to understand at first 
reading. You can't understand. 
your enemy unless you know all 
that he can do. 


Action begins with the Set-Up, 
which is the process of selecting 
the Countries and Forces to 
supplement the Homeland 
allocated to you. t's. essential to 
have a clear strategy in mind, even 
re are three 
basic approaches: 

1 Maximise your territory b 


y 
O pj qa Thisis | 


doube-crosin 


defeated. It's pure strategy/ 


diplomacy, with the necessary 
touch of economics as a | 


“colouring. And because of the 


heavy diplomacy involved, it's 
very expensive — all diplomacy is 
done by telephone. (lfyou spt 
parents, |'d recommend You E 


| o calls in preparation for 


ILL) But startup, including three 
freeturms, marido £6, and eachtum 


thersafter is 1 


Andit's good ISNOADE tun: 


* double-crossing, double-dealing, 


eialisaplh ro (after making 
deals, br (often mixed with 
and so on. 
VARNING — 
Riad a Mean so 
ask for full details before you 
supere and be prepared for a 
tty fierce game. It's war, 
“That's all | can say about it; the 
tips: and tum map in this section 
ight give you a better idea of 


mi 
| Megalomania. 


interested, send an SAE or 


pires da Panini Go 


+ lp ba ko BLIO 


a flexible approach, as you can 
EeondA adjust your strategy after 

assessing your neighbours' 
empires. 

2 Coordinate your selections to 
focus on a particular enemy, This 
isthe bold approach, as you're 
declaring your intentions and so 
inviting counterattack = but 
you'llhavea head start, whichis 
an important Your old 

ings by 


3 Concentrate your ho 
choosing Nearby an 
Neighbouring. unread that 
Perca priority). This |s the 
defensive approach, the 
objective being to create an 
Industry Chain as soon as 
iss But bewaira: EE 


EM va o 


Navies at 
your purchasing power te 
advantage — you can always puild | 
them upatthe start of Round One. 


makes you a specially attractive 
+ 80 you should be. 
Pio ani your defences. 


Avoid' bu ea Industries or 


Your goal should be to maximise 
vour revenue (not onhy for 


| the next round): inthe short term 


Country Taxes are efficient, but in 


| the long run Commercial 


eai are most productive.: 


| Gio gaia dinvelón dio 


pressure from gi cap | 
increase. Remember thatthis 
works both ways, and that offe: 

is the best defence. But 
aggression is expensive, and you 
can weaken yourself by 
overextending your resources, 
Above all, avoid the fatal armor of 
separating your Tyrant from your 


| reinforcements. 


The object in Megalomania isto 
subdue your opponents by 
capturing their Tyrants. They then 
become your Vassais, reinforcing 

our add asa 

; ng your 
offensives (by attacking your 
enemi 


But if you're defeated and 


become a Vassal, your 


unities are restricted — so 
nevergiein too easily, unless you 
can obtain some real benefit (such 
as survival!. 


| Wioning  simple= just EE Uiptay 


y po Never make 
opportunities; | in Heccliairona: 


“Gon'treveal your plans (secrecy is 
| Invaluable!), but do establish 
| credibility (which means don't 


double-cross, except when ts 
worthwhile); in warmongering, 
avoid fighting on more than one 
front; nd pantaniçno, ensure that 

à ty of qioraeoa, Pd 


tuga rnb in IN “Aim 


One final point: Eine is no fox 


MA tora, the only ia 


element, are sufficientiy frequent 
to ensure overall evern- 
handedness.) There Is onhy 
endless opportunity. lfyou do wie 


“inthis game, you're proving you've 


got what it takes. 
And if you are à winner, | just 


| hope you never have occasion to 


| | demonstrate your talents for real. 
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READERS” 


This month introduces regular 

READERS'* REVIEWS of PBM 

| games, the first victim being 

Jada Games's Shattered World 

Foll too sad je di 

Arcadia Il receive 

praising EO we're allwondering: 

is Shattered World as good? 
Shattered World is a 

computer-moderated, sci-fi 

deadline game, set in a world 

| which has been put through 
turmoil by the gravitational 

| s of a rogue asteroid. 20 
players act as the surviving 

| commanders of Tentraliths (big 

| mobile things) waging war over 

| the hexagon-based map. 

Pretty pointiess, yes, but 

that's polítics for you, Still, let's 

see what our two reader/ 

reviowers think... 


Shaitereo World has an 
interesting scenario, nicely written 
in the rather good rulebook, Each 
| Of the 20 players has control of a 
Tentralith and must acquire 
crystals using mining units, while 
using scout walkers for combat 
purposes. The crystais 
(Promethite) are used to supply 
power for the game's entities, 
Other such mobile units (which the 
player moves about the 
landscape) include girotanks, Dullt 
| updating scout walkers from 
| the hulk of old predisaster tanks 
| which can sometimes be found 
| rusting undisturbed, minelayers 
(which go about laying minefields), 
and min rs (which go 
about cleaning up after minelayers 
— logical). 

Ireckon there's a lot in the game 
to enjoy. Planning and mapping 


are important and there'll be a let | 


of units to control after a while, 
Diplomacy may not be important 
in the short term, but it should be 
considerad for long-term survival. 
| havert played in Shailered 
| Worid long enough to say whether 
| Vike it or not. At this stage (four 
| turns) | dont find the game 
compelling, but cannot say why. 
Hl have to camy on and repor 
when | have more to say. 
ANON | 


The three-foot-by-two-foot map 
looks good on the wall butit seems 
a lite large and unwieldy to use, 
0 theres also a smaller (A4) 
version. The  rulebook is 
reasonably well-written but lacks 
some things which perhaps 
should be made clear — for 
example, winning conditions, 

The first condition is obtaining 
| the requisite number of points — 
and there is a second, but you're 
not told what ft is. There's just a 
| eryptic comment. 
| The other A prepiam with 
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the rulebook is that it leaves out 
information about the cost in 


| power crystals of each option. 


On to the game proper... you 
begin with vour Tentralth and 
some other units; later, units such 


| às giro tanks and radar units can 


dp found by exploring and 
pping the land. The first 
dbjoeve! is to get your scouts and 
mining units out looking for 
crystais. 
The results sheet | figa 
well laid out, and you e the 


information you need from vour | 
roving units out crystal/artefact/ | 


player-hunting. 


My final grumble is with the | 
orders sheet, which | find a litHe | 


iritatino. You must give the 
movement directions for allof your 
units (NE, E, SE, SW, Wor NWas 
the board is a hexed map) and 
after each space for the order is a 
note detalling the directions in 
which you may move. These are 
always the same, so it makes the 
orders sheets much ionger than 
necass 

“Why not just leave a single note 
ai the top of the orders form?" | 
asked Tim, the GM. Tim repled 


they cannot, 

Still, | shall continue explorin 
tino, | sharttell you who Lami) and 
see what goes on In tha rest of the 
game. I'm especially curous 
about that second victory 
condition ... 


early in the game for the testers 
to comment on a na more 

than minor points (| don't really 
see any relevance to the number 


Of compass points on the orders 


sheets to the play of the game!). 
H you're interested in a 
Shattered World startup, write 
to Jade Games at PO Box 54, 
Southsea, Hampshire PÔS ONA. 
Setup is a mighty £5 
includes two free turns), nie 
further turns cost £1.50 each 
including post both ways. 
And later this year in CRASH 
we'll see what our two ANONs 
dedo to say about midgame 
play. 


and enjoyable ways of spending 
some time than becomi 
involved in a game played edhy mail, 
comesponding with the 
gamesmaster and ind players. 
So for the last nine weeks, since 
reading your column, | vebeenon 
a personal quest to become 
involved in à rsss - four 
infact, Siam Muclear 
Domination and J SACI Crime! ailof 
which have received my startup 


WHY ARE 
WE 


HERE? 


Dear Brendon 


|| lama newcomer to PBM 
that players still constantiy try to | 
move north and south even though | 


MAILBOX, and I'd liketo ask you a 
iew questions. What exactly is 
PBM MAILBOX? What is 
DIPLOMATIC DIRECTORY used 


| fo EI RAE EIA RARE 


PEM game? 
lan Francis, Coulsdon, Surrey 


Well, lan, PBM MAILBOX is 


intended to bring you news and 


PBM FORUM 


IT'SA 
CRIME! 


Dear Brendon 
| Pes think of few more interesting 


foa, 

In these nine wecks Of 
frustration and nail-biting 
anticipation, | have received only 
one reply, and that was to tell me 
that the game had no places 
avallabie. 

Is this typical of a hobby played 
mail, oram | epi High 

flichaei Adams, à pe 
Wycombe 


Youte just umtortunate, 
Honest. Starn | | can't vouch fer, 
but Unciaar Domination [Hove that 
rulebook) and lts A Crime! have 
large backlogs, while Conquest 
has just had a change of owners 
and a detida imore aa Ale 
trving and kesp pestering th 


views of what's going on in the 


word of play-by-mail gaming. 
PBMing is an old hobby which has 
become increasingiy popular. 
Whereas you may play a strategy 
in PBMing many. people play 
against each other in the same 
game, through the postal system 
da over a much longer period of 


The e of DIPLOMATIG 
DIRECTORY is to get players ofa 
FPBM game in touch with each 
other, and to help would-be 
playérs of à PBM game find out 

more about it from someone who"s 
already in it (if you follow me ... ) 

To get in touch with a game, 

y look out for its address in 
PBM MAILBOX and send an SAE 
asking for details. You can but es 


ADDRESSING 


DOWN... 


' Dear Brendon 
| talways seemto be hearing of new 


“onblgi starting up — main 
ough your spot. But rarely do 
ab get an address to write to for 
more information. How about 
sometimes printing the addresses 
of some major PBM companies 
and the games they run? 

While I've got the pen handy | 
would like to raise a further point. 
We've all been hearing recently 
about the expanding PBM 
industry — | even noticed a small 
spot on the subject in a recent 


Sunday magazine. | beliave this to 


be the result of the improved 
coverage ofthe hobby, rather than 
anupsurge in the quality of games 
available. Perhaps expansion is 
also due to the players 
encouraging their friends to join — 
who knows 

The trouble is, though, how do 


those who don't read specialist 
magazines findl out about the 
hobby? Surely it's about time the 
larger PBM companies started 
advertising further afield. 

lan Hudson, Burton-Upon- 
Trent, Staffordshire - CRASH 


Diplomat 11 | 


Ina way, tan, Le answered your 
First question wi th your second. 
PBM MAILBOX started p 


à É 
games willy-nilly, it would bao 


nothing more than free advertising 
for the company. Most of those 
mentioned have at least pa pd 
revigwers a piacing in one of their 
games - a much fairer system, 
methinks. 


| agree, tho 
companies SHOUL 

More. 
BK 


; PEM 
adverse 


o E Lada aa. .s 


mr 





GETTING 
TO THE 
BOTTOM 
OF 

TROL LS 


| First [would like to thank you for 

your MAILBOX; without it 

wouldn't be enjoving the hobby. 

| Btthe moment | only play it's A 

“Crime! but | would like to move on. 

| Whatis Trolls Bottom like? 

DR Hawkins, Mellor, 
Lancashire 


Players of Trólis Bottom seem to 
be enjoving the game immensely — 
| pis dada fd pe 
| the ratings. The game is simple, 
fun, cheap and covered in last 
month's MAILBOX! Sit 


Another month of packed 
mailbags —- | never 
have room to get 
| everyone in! Remember, 
there's always next 
month. Send your letters, 
| queries and DIPLOMATIC 
DIRECTORY to: PBM 
FORUM, CRASH, PO Box 
10, Ludlow, Shropshire 
| SY8 1DB (marking the 
| directory entries DIP- 
LOMATIC DIRECTORY). 
And even if the sun 
does shine this summer, 
PI be spending all day 
inside wet through 


| TO IPA 
GAMES: 


| 109 
| GUTI3UE 


| DIPLOMATIC DIRECTORY 


has been running for some time 
how, and seems to be a popular 
part of PBM MAILBOX 


*001 Adrian Neal 


| 48 Markerstead Estate, Kirton, Boston, 


Lincolnshire PEZO ISL 

GAMES: Foram Furs 72 78; Capiol 
15; Earthiwood 52; Arcadia 6; Star Emprres 
1; Comquest 


wB02 Jason French 
TR Princes Road, Elincombe, Torquay 


* Parc HE gre 75 Commander 
BLITAD) 


4003 Travis Smith 

27 Sharmon Crescent, Braunstone Frih, 
Leicester LEI GNV. 

GAMES: Starglobeé 4 (55 Belle Fulte | 


400 Robert Darbyshiro 
22 Thornton Gate, Clevleys, Lances; FTS 


l 
GAMES: rs A Crime! | (Dean Wor- 


| roms); des A Crime! 4 (Megocity Blues, 


“Dos Stuart Millinship 
17 Graveney Gardens, Arneid, Nottin- 
NGS 60W 
AMES;: Vorcon Wars 75 [Commander 
SHUTUN) 
“006 Mr G GM vai 
Road, Famcombe, Surrey 


GAMES: Sanenalia; Crasimoff's World, 
Explorers of Orion; Lands of the Crimson 


Sum; Aos; Mark ofChaos; Untamed Land; 


| Vesunian 


007 Mr CJ. 

E iscad: Wallesev. 
Merseyside L4s sON 
GAMES: Srarglobe !; Star Empires 1; 
Vorcon Wars 19; Sonmália; Fleei Man 
geueres PIO? 


+ 08 Sent Macfarlane 
e Terrace, Costorphine, Edin- 


: EHIZILZ 
pure EM Vorcon Wars 60; Super Vorcon 


Fr N 


“009 Paul Davidson 

$1 Waterloo Road, Prescwick, Ayrshire, 
Scotland KAS 2ÃA 

GAMES: Vorcon Wars 60 (Commander 
PEPISH); Arcadia; Conquest 


+00 Rev Wasey 

q Clarkson House, Maysoule Road, Bat- 
tersea, London SWI! 2BP 

GAMES: Earthiwood FO 


E 4011 Jan Hudson 


upon: Feat Sul qAlrewas, Nr Burion- 


MES: Vorcoe A Wars 65 (Commander 
epa 5 Forcen Rors 77 (Com- 
mander FRUGAD); World of Vengeance 
Elano Prod abas pur St Edmuinds) 


+012 Gareth Evans 

4 Whitelands Road, Thatcham, Mew» 
bury, Berkshire R6s13 4AR 
GAMES: Arcadia 5 “Egg Urnnnde, 


+013 “Mike Adams 

774 Holmeheid Road, Liverpool. Merse- 
side LK9 3PQ 

GAMES: Vorcon Wars; Conquest; frr A 
Enme! é "Preste, 


“0l4 David Lane RE 
33 Florence Road, West Bndgford, Not- 
| tingham N925HR 

GAMES: Cass Belh 5; Player 16 


*015 Martin Higgins 

Wallesow Road, Walleser, Mersevside 
LAMA 241 

GAMES: Vorcm Por 2,drsã Come! d 


| +06 Cliff Frost 


[75 Queens Road, Leicester LEZ 2FN 
GAMES: Saturmala; Arcada; Ear- 
thwood dd; Kinpr of Steel 17, Arcadia; Fes 
A Crime”; Seord: qnd Skrelds 


+017 Robin van den Yssel 


| &maragdlaan 172,2132 BA Leideh. Zud 


Holland, Netheriands 
GAMES: Vorcon Wars 72 Commander 
TREBIN  Storglobe 3 The Duichman 


*018 PBrussian 

Cac Man Pyn House, Thomastown. 

Merthvr Tvdhi, Mid Clamorgan, South 
Wales 

GAMES: [14 Cnme! 2 (Death 


*019 Steve Vickers 


| 26 Swinton Court, Harrogare HG2 0BB 
| GAMES: Sacer Star; Sarumabia; Irs À 


Crime! 4; World af Chaos 


4020 Barnaby Dellar 


| E Priorv Grove, Stockweil, London 5W& 


:PD 
GAMES: Starglobe d 


+02] Stephen Holt 

27 Rosemary Road, Sprowston, Nor- 
wich, Norfolk NR7 BER 

GAMES: Vorcon Wars 61 (Commander 
BRIDER Jets A Crime! 4 (Fighrmg 
Drmult=Har) 


“02 Kevin Pack 

Walnut Tres Lodge, ? Kings Meadow 
Lane, Higham Fercers, Northampron- 
shire NN9 EJE 

GAMES: Eortkiood; Sorurmahia; 
Starglobe 4; Oniom's Finger; [Us Ã Crime! 
3; Cams Belh; Aes 


“023 Marthew Hanson 

10 Denby Lane Crescent, Orange Moor, 
Wakefcid, West Yorkshire WF4 4ER 
GAMES: Sitarplobe 4 (58 Obsidian Fox); 
Arcadia 


+024 Gavin Marshall 
36 Spur Road, Orpingion, Kent BR6 


JL 
GAMES: Vorcon Wars 71 


4025 Owen Whitehead 
213 Park Road, Barnsley, 870 1QW 


GAMES: Acer Rilhon' - É Side), Satur- 


malha (Crrendi af the Web), Enchirodon 
(Brothers Armisi, Es Á Crime (Brothers 
im Ares), From The Mouth of Hell (Elf, 
World of "Chaos (Rillion Kerr), Soccer Star 
Morming Star R$ Leggue) 


à 9 Wold 4 
6UT 


4026 Damian Manning 

12 Warden Road, Sutton ÉColdiield, 
West Midlands, B735S 
GAMES: Starpiohe (55 Alvony, Ft's 
Cnme (Merry Mob; 


4027 John Preen 

12 Underdale Avenue, Shrewsbury, 
Shropshire, 577 5DY 

GAMES: Stgrgishe Four'5S Broad sword 
of the Crala Allance,, Vorcon Wars 7 
Plonog 
*02k Jobn Kemp 

tew, Caistor, Lincoln, LN? 


GAMES: fria Emei do Nas rork 
Assis Arcada & Lord Centours at 
Jr had A o Pe; 


+029 Milan Petronie 

24 Dell Road, Ps Morton, Birming- 
ham, R30 2H 

GAME: Ar: adia 13 Draug Dr) 


“030 JCFowler 

11 Beaconsheld Place, St Agnes, 
Cornwall, TR 05Z 

GAMES: Siorglohe Three, Arcúdia & 


w031 Kevin Edwards 

52 Woodlands Road, Irchester, North- 
ants NN9 TEU 

GAMES: Varcon 60 Jr Ã Crime! dy Cry 
or Strrfe. 


+03) Jason Cortrell 


| 17 Back Lane, Barrington, Cambs, CB2 


F 
GAMES: Satumualta 


Trens d> 


RS) Faranus), 


w033 Michael R Stannard 

44 Harrington Street, ijenthorpia, 
South Humberside, DN3IS TAZ 
GAMES sradoa Ji Monrdran the 


Ennio qo Secom S pongr Cit 


+ 034 Malcolm Sums 
76 Mount Road. Canterburv, Kent, 
CTLITE 

GAMES: Soccer sia 
Bradiva 1 Foi Dutos Ed 


Keimoare Chery, 
Fa IF, Ejs! FRIA 


035 Paul Davidson 

51 Waterloo Road, Prescwick. Avrshire, 
Scotland, KAS AA 

GAMES: a Lero nd pri Peri ER, 
drvad! id E Pod io Momgquena: C [4 
ques Ante Namon, maps 15 15 


ca 1 


4036 S Davies 

Ló Clara Street, Ton-Pentre. Rhondda, 
Mid Glam, 5. Wales, CFAH “HQ 
GAMES: Jr: A Crime + gongõls, 
con Wars 64, Chajuh 


Lgr- 


“037 5 Wyatt 

60 St Andrews Road, Shoeburyness, 
Essex, 553 9]] 
GAMES: Vorcon Wars 74 Prifun), Vor- 
con ars 78 Sarhal, Irs A Cones (Mer 
conartes!, Kings of Steel Woodland 
Allignce! 


“035 Richard Gofl 
20 Inglis Road, Colchester, Essex, COS 


IHU 


GAME: Arcadia 17 plaver 17) 


*039 Jason Huggins 

35 Garrars Lane, Banstead, Surrey, 
SM7 2ED 

GAME: Sarurnalia | Vetrex) 


So ends another Diplomano Directory 
- don't forget to send your applicanons 
to our chief Diplomai ai; 

PBM DI 

KAVANAGH, ? ? 

SYB 1DB 
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irst heralded by Ariolasoft during the 

summer of 1386, The Sega Master Sys- 

tem was displayed prominenthy at last 
year s PCW show. Then ... nothing. 
Rumours-Of “perfect arcade conversions 
crossed the Atlantic, but Ariolasoft seemed to 
nave no plans to distribute the machine inthe 
UR. Now Mastertronic have taken over the dia- 
Inbution rights, and at long last the Sega sys- 
em is readily available — complete with a copy 
of Hang-On, and costing £99.95 

The console itself is hghtweight, with two 

carttidags ports, oneinthe top and the-otherin 
the front. Pause and reset buttons are 
mounted on the sloping front panel and two 
standard joysuck ports-are located ina central 
position or the underside. The two controllers 
supplied are similar tó the Nintendo jovcards, 
although the Sega control pads have tiny joys- 
tick shafts which are screwed into the centre 
oi fhe rocker switches ff required. Independent 
sSartano fire buttons are mounted to the right 
Ci the switches. 


- lira 
pi E ETC ep 1] 


Nemesis style shoo! em vp 


A DP Sm Po PR F mm * + Pr 
dE COPECcietano Lise oneala lime 


E] E rrr EE; 7, ) j Calal Fi J i E NIPOnEB - 


Extra weapons 


tfartoemsniia [aca a TR mm E 
sirects oniy lástima temporearily. 
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A range Of 12 titles has been launched with 
the machine, coming in three formats: credit 
card sized Sega Cards, the more standard 
Mega Cartridges, and the Two Mega Car- 
tridges, availabis at 14:95, 19.95 and 
Led.05 respectively. Older games, such as 
Hang-On and My Hera are available on Sega 
Cards, Chopiifter and Fantasy Zone come on 
the Mega Cartridge format and the newer 
arcade conversions, Ike Space Harrnerand 
Out Run, will be available as Two Mega Car- 
iridges 

Piso available at 244.95 is the Saga Light 
Phaser, a hght gun which comes with 
Marxsman Shooting'Trao Shooting Mega 
Cartridge. Further light gun compatible games 
are to be released later in the year. 

Hevoluttonary 3D Glasses areto be a further 
addition to the system in October. These LCD 
snuttered specs will be linked directly to the 
Sega console and will operate in conjunction 
with specially designed games (two titles, Zax- 


press mé tender 


LR: 


xon 3D and World War-3D have aiready been 
announced). Favourable reports have already 
precesded the game-enhancing goggles — 
we il De looking at them when they appear. 

Five games a month are scheduled to 
appear between now and Christmas, with 
Enduro Racer and Out Run already slated for 
release. New peripherals have also been 
promised, but Masterironic are keeping 
details of these very close to their chest, 

There's plenty of activity in the dedicated 
Consóle market at the moment, and the prod- 
uct quality is sure to increase as botihthe Sega 
and the Nintendo strugglefora higher share of 
the market. We'll be covering new games and 
peripherals as they appear 


Commando goes onental im this vandic 
diagonal!y Sora Una SNoOo!-Emup. Fregom 
fough, Dul items cdropped by dead enêmies 
canbe picked upand used to good effect. O 


| Screen information islacking, but theacionis 





AM 





don't care what anyóne else thinks — this 

Sega machine is “great! The ataphic 

capability |5 superb, and though an 
Decasional sprite ficker 15 noticeabia this 
detracts nothing from the games, My Hera is 
my favouinte among the Sega-games | vesesn. 
The huminabia tune ados to the fun, andas an 
updated Kung Fu Master à stands 
unchalenged im my book. | don actually 
dishke any of the Sega games, apart om 
TransBo! — and TeansBot fails only because 
it's so easy Its hardiy addichive. That Light 
Phaser-adel-en is wall worth getting; the extra 
êxpense is justified gs the extra enjoyment it 
brings to the system. Comparing the Sega with 
the Nintendo | think the tatter os likely to be a 
bigger sugcess, but then so much of il 
de om the reactions of the software 
houses . 


MIKE DUNN 


he Sega system looks very smart andits 

design is much more chic than the grey 

shoebox look of the Nintendo. The 
credi-card cariricdges are compact, bul Me 
metal connections ate exposed — they Could 
be damaged very easily. | found the Sega's 
control pads badiy designed and extremely 
tidaly to use. But the main problem lies with the 
pathetically. small joystick for diractional 
control, 5 Can be removed, leaving the 
player a reasonable pad = with a hole in fhe 
middle, Still, tha Sega has two standard Atari 
joystick ports, The games I've played arê 
reasonatis, but the oniy thing which mainiains 
my interest is lhe adiictive Nemesis clone, 
TransBot. The version of Hang Onis-a wornhy 
buy for racing fanatics, Is tha Sega worth 
199.95, though? Well. not really = yet. The 
Nintendo s ystem already offers a selection ol 
very enjóyable games, and its graphics- 
handling i is better than the Sega's. Butdo kesp 
a close eye on the Sega and see how il 
develops. bd probably have thrown the 


Spectrum straight in the bin when that was 


faunched 
RICHARD EDDY 


ver the dast couple of months, 
dedicatad games consoles have been 


"omasing-an Impressa comeback = TA 
You can ses in the pages of CRASH! And 
certainhy today's Nintendo and Sega consolas 
are much better than those wtuch-dominated 
the market a few years back. The Sega shows 
impressive graphios techniques, though one 
or tá cof Tts gumes are simplistic. This 
consoles only real tetdown is fhejodd flicker. 
Most Sega games are straigh! arcada 
conversions. Hang Op is one of my favourites 
- having enjoyed the arcade original, | found ht 
a tairiy faithful copy. And TransBol was tha 
onty game ol the burch raviowed hero that 
disappomted me, iW'5 very repete, But 
though the Sega system seems to have lhe 
capabiíímies to produce high-qualily ganas, 
thoge reviewed here don't have much depth. 
While" enjoyed most. of them, none really 
grabbed lhe attertion as absolutely fantastic, 
H you prefer-arcade games to af others the 
Sega would be 8 good systam tó invest in, but 
the restoof us sihouhd wail a whilê ánd see 
what's released. 


ROBIN CANDY 


Fio around some of lhe Wora's mos! famous 
rate UCISES: USE POLE MANIAS Te Duty REM 

| partsamg increase your chances. There saio | 
a Eh des, AA lo ado that extra degree ot 


ng 


o] 

ma 

M == 
ci 


ss » 


ul , 


LM Ea va 
The-ciassic metorevele racing game wlych - Am 
a bla dan Va l el O An svi bunsh ot punistave sidoappes your | 
| ricas he arcade original, But he raaii ayouit 1 giriiriend. and if's up to you to rescue her. | 
14, | diferentandithe dire fra three gears! Picturea Kung-Fu Master actor ensues all ihe wav in | 
h here: id el tour = the E City time hobtinig arcade agventure which some- 
ERRO aa how mariagês to remain “cute, Here, the hero 


| Ta Ec sm is about to contront the gang leader. Mohikan, 
ZE W | , Gran d Pri x for a final deadly showdown 
DEM àa á SEER | 


Mico 


| | da dale a 
] 


mm 
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SPECIAL OFFER! 1) 
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NHILE VA R.R.P. E39.95 so Ascrin) 
? WHILE YOU | mes sopos SALE PRICE ONLY E28 FA e 
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& Wiie vou wait sernde including * Five top games worth E39.00 for you to a E6.50 
COMPUTer Spaáre Darts Over CMhé counter ermoy and play with every spectrum repair 9 plus EGO DEp. 

* Alicomputers fully overnauledandtuly + Werepair Commodore 6d's vVic2os. ron Cabie ro SI gem 
cested before Feturn Commodore 16's and Pjusa's exrend your ports for REPLACEMENT 

* Fulhy insurêd for the return journey * Themestup to date testequipment your peripherais POWER SUPPLY 

* Fixed low price Ff E19.95 including post developed by us to fully test and find all £10.95 a Ena | 
packingand váT INotabetweenprce Faults within pour computer D CENELN EE DR A ais ção rt replacement 
Dfreally up to E30. 00 whichsomecfour + Keyboardrepairs Spectrumrubberkey um Ee o ee “Sultabia for sh makes 
COMmpetitors are quotina) boards only EB.95 E dd. Of computer £995 

+ Discount for schoo!s andcolieges * Emonth written quarantee on alirepairs | IuSÉTSODEO 


A SO <> ravoo 
<> ado e OARD | 
pes 1 a TSE A MEMBRANES 


1 ' o 4 | gt | çi 
rr ares | FIRE po E ru 4 Le 4 ati Ea ] 
intestaçe Comente guie Rom To no “| Spectrum keyboard 
romano cumaieoca titia NINO membranes 

E Ux p Hi Gostar E > 
o anyE TE E pd À E | E5.50 plus E 50 E k b 


put raiar dá vendi gro sem lD 95] Spectrum Plus soare 
Sus renato geito do Line Jem Eeybosrd membranes 


E9 00 carr sinao EILM plusE1SODED 
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ES OO pus sODÃo | 











As BEST PRICES! E 


waiting weeks for your estimate? 
Need your computer repaired fast? Then send it now to the Number One Repair 
Company In the U.K, or call in and see us at.our Fuliv equipped 2? 500 square foot WOrkShOD. | 
with all the latest test equipment avallabte, You are more than welcome 
WE Will Fepair your computer white you wait and heio vou with army DE your technical problems | 
commpdore computers repaired for only E35.00. Please note we gove you a 100% low fixed 
price of [19.95 wfuch includes return post and packing. VAT not a between price like some 
Other Repair Companies offer. We don't ask vou to senda chegueintor the maximum amoóuntand 
Shock YOU with repair Bills ESQ upwards. Don't forget weare Amstrad aproved tor quality and er 
speed, dom triskyOur computer tô any other unauthorised repair centre. We dont just repair the EG Tá 


E 
Fault and send your computer back we give your computer a-- - Ono" A : 
| | | Al E COMER / ON-OFF SWITCHES 
OVERHAUL WITH EVERY REPAIR WE DO: RS FOR THE SPECTRUM 


É We correct Colour, sound. Keyboard, Check the loading and saving chip, Put new feet on 4 , 
Commodore AND SPECTRUM + | ) E 




















































the Base if required, Check for full memory, check alisockets including ear«mmike and replace 
where needed, Ali For an inclusive price Of E19.95 including VAT. ail parts, insurance and post rertacéement pome: DADER 
and packing. No hidden extras whatsoever. We don't nave to beast too much about our transtormer EPS.00 Na 
















service as we have Chousands Of customers from all over the word highly delignted with our DIS ET SODA p | 1067 SPECTRUM é 
Serviço. À mrst class reputation fór speed and accuracy. Don't forget, we also now have a E IDE7A SPECTRUM+ 
service Branch in Manchester Cy Centre for wfule you wait service 


USE ANY EA9S + 150p+p. 


URGENT NOTICE Don't be misled by adverts showing between prices" A recent! JOYSTICK WITH 
complaint against a Manchester repair firm, Mancomp, was upheld by the Advertising | | 
standards Authority on Two counts, “H had stated BEC repairs between Eid and E45 TOUR APRE RUM 19 
| then charged the customer E85." Their quarantee policy was misigading as ILdId NOt | oNNECTING SPECTRUM +2 
make clear that all repairs were not covered | COMPUTERS TO MOST JIYSTICAS 


THE VIDEO VAULT COMPUTER COMPANION 

The Videovaut has just released the most up tó date and exciting catalogue ever produced, cur team of experts have scoured 
the globe to find you all the latest software and add on's for your computer, all the latest in joystick technology. all the top and 
tested sortwareticies all at great discounts to you. Anyone can apply now justsend 2x/18p stamps to the Catalogue Dept at the 
address below for pour Free copy. We have all the top branded items avadabie, delivery by returm post tour usual standard! dll 
goals carry Our guarantee of satisfaction. Never has such a cataligue ever been produced before, ihetuding Spare parts, ULA, 
membranes, power Supplies = ah at discount prices. pa it 










































ár E ESSO fee 
Ss] gTOP PRESSI! BRAND NEW SPECTRUM PLUS COMPUTERS INCLUDING [CHARGES UK ONLY 
——) POWER SUPPLY, LEADS AND MANUAL JUST £59.95 + €1.50p+p. OVERSEAS 










CHARGES PLANE | 
WRITE FOR 






Tel; 09574-66555/67761 Head office & access orders, queeries, 
Manchester 061- 236 0376 while you wait repair centre only, 






Cê o ay 5 
q ção. 





As a taster for the impending release of Firebird's latestarcade con- 
version, Bubble Bobble, Firebird software are offering a first prize of 
a Bubble Bobble arcade machine (approximate value - £1,000!)to the 
winner of this great competition. 








The comp is also being run in our sister mag, 2ZAP!, 
so you're up against a bitofcompetition (Let's make 
ta CRASH winner, eh folks?). Even the runners up 
are well catered for, as Firebird are also offering 25 
copies of the game as consolation prizes. 

ll you have to do to have this fine, upstanding 
machine in your bedroom (front room, attic etc), 15 
to study the plan of an arcade console below, and 
design the exterior panel artwork for a Bubble Bob- 
ble machine as itmight appear inan arcade (use the 
drawing as a guide and blow it up to whatever size 
you think necessary). 

Theirstprize will goto the entry who, inthe Ed's 
considered(?) opinion, has the most innovative and 

original ideas — not necessarily the one with the 
most professtonal looking artwork, so don't despair 
those of you who can t draw too well! 

Your completed artwork should be sent to: MY 
ARCADERETTE, CRASH, PO BOX 10, LUDLOW, 
SHROPSHIRE, SYB 1DEB to arrive no later than 20 
September. Please don't forget to include your 
name, fulladdress and telephone number if possi- 
le, What are waiting for? ... Get senbbling! 
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TECHINICHENTECHONICHENTECHON 


pseudocartridges fit on one disk, 
and you can use them all at once: 
The competing Disciple disk 
system makes a brave attemptat 
microdrive emulation by 
recognising microdrive BASIC 
syntax and the hook codes, 
microdrive system calls provided 
by Smetair- Untortunately 'real" 
machine-code programs like 
| Tasword' 3 tend to leap directly 
into interface routines. Only the. 
Swift Disc can cópe with this, by 
- mimicking the Interface 1 code. 
| Fight up tó the point at which data 
 isaboutto be read or writtam. 
Itried outa laase version 
of EMUL pt all the microdrive 
| programs | could muster, and it 
orked rermarkabiy well. ] had no 
alice cos ce cd of 
& programs by loading the 
emulator and folhowing the. 
microdrive-transfer instructions. 
Al the programs loaded and 
saved disk data files without 
| trouble. Besides Tasword Hried. 
Chestah's Sound: 
Powerprint 2, Beta BASIC, Hisoft 
Pascal 1.6M, Oasis's Laser 
“Genius, MIRA Pascal (a new 
compiler, reviewed here next 
month), Discovery/Gremilin's 
Code Mechine 3,1 and its parent, 
Picturesque's EDITAS 2.1. 

CAT options, multifila assembly 
and other tricky operations 
worked fine 

Theonivt things that went wrong 
were file ERASE operations from 
Tasword and Sound Sampler. 
Both programs ignored the 
command. Swirt says that à 
misplaced instruction in the 
emulator has since been moved, 
andthat ERASE now works even if 
the microdrive ROM is called 
cirectly. 

The microdrive emulator is a 

werful incentive to buy a Svift 
disk, if youalready use microdrive 
software — or would dote but 
can't. stand the cartri 

“Bt the moment EM E at 
about the same speed as a real 

| migrodrive, though CAT and 

| ERASE are noticeabiy faster. Swift 
is still fine-tuning the-code, and 
“plansto double the speed of many 
file operations by interieaving data 
inside the pssudocariridge. 


HARDWARE 
The Swift Disc Interface uses the 
same black plastic box-as 
Sinclair's Interface 1, with the 
words “Sinclair and 1% Interface 


stickers. The interface fits the 


o Sinclair Spectrum models 


|, but it's a very tight fit on the 
Amstrad +2, 

A Kempston joystick socket 
skulks at tha bri ofthe box, 
| where the Interface 1 serial plug 

sad to fit. Some oi the original 
holesinthe casehave beer cut oul 
tô make room for different 
| connectors. The disk-drive socket 
sticks out whera Interface 1's 
network sockets used to live. 

The disk connector is the same 
asthatused by the BBC Micro and 
QL, among other machines, só 
there's no shortage of altermative. 
drives. You can plug in up to four 
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tracks tast gps 
8 Dê 


| thedrive-vou'dbe 


| modem 3.5-Inch or 5.25-Inch 
“drives; the software automatically 


adjusts to different drive formats. 
Some old drives can tEswitch 
hj Swift only 
allow drives O. montada step 
from one track to the next. The 
Disciple interface-copes with 
slower drives, but you mustivada 
configuration fis whenever you 
start to-use it. The Disciple álso 
limits you to two drives. 
Alonaside the Swift Disc 
connector is an edge connector 
for other Spectrum peripherals. 
You can plug in anything that 


| doesntuse a magic button to 


interrupt the computer, and Swift 
hopes to remove even this 
restriction. 


After all this standardisation the 


printer port comes almost as à 
religfto Snectrum fans used to the 


way Sinclair defied convention. 


Theportuses the ultimate obscure 


Be - a modified Microdrive 


“connector! 
Swift didn't sencl an adapter 


(61 4.05), despite requests, so | 
| can't say how wellitworks. The 
| company says it's much like the 


port on the Interface 1 — in other 


| a Fa if Ger RS-232 
printer, but tough goin | 
| anything else. ZX end emas 


printers still work, 

You can plug à genuine Sinclair 
Interface 1 into the back of the 
Swift unit and run microdrives and 


'diskã at the same time. You can 1 


use-real microdrives while you're 
using the microdrive emulator, for 
obvious reasons, but Swift 


“supplias a ro to move the 


contents ot a tape into a 


pssudomicradrive: automatically. 


TECH TRICKS 


The Swift contains BK RAM and 
16K ROM. The ROM is splitinto dk 
sections, with space for up to 32K. 
The entire system, includin the 


under the Spectrum's 15K ROM 
unigas the DOS is in use. This 
makes it hard for protected 
software to detectand disablethe 
interface; | have vet'to find a 
program that won't SAVE to disk 
property, 

The circuit board is crammed 
into the Interface 1 box with no. 
room to spare. 's well- 
engineered but eryinig out for 


«disk and: E ports, 15: 


somemorespace. Swiftintendsto | 


use its own boxeventually, saving 


| ce and money by redesigni 
1º filed offand replaced by piastic | elo 


logie cireuitto: E guistam É 
chips. 


BEATING THE 
OTHERS AT À 
BARGAIN PRICE 


The Swift Disc is very 


compatitively priced, probably 
because it's only available direct 
“fromithe manutacturers -thereare- 
| no retallsrs to pay. 


The intariace costs £75 on its 


“own, and 2149 with a separate 


640K 3.5-inch drive and power 
supply. That's a bargain price for 
ard putto find 


the Di: 


| SWIFT DOS COMMANDS 


=apply POKES (as for Multiface) 

| BACKUP <drive> vo copies all files betwe 
|] De so Gr details 
| DATE <day> <month> <year>sets the default date 


en two disks. 


E <name=erases a file from the disk. 


| FORMAT Faça <files> formats ( disk paço files 


| => (SÊ fr pon image “soreen or data file 
UNE? cromos KEE poor 


a commands can be: o abbreviated to their first letter. 


| | <name> + (optional drive. ui 


another similar unit for under 100, 
The: SAT System c es with 
“Interface, which 
Franco Frey reviewed in CRASH 
Issue 38.The Disciple costs 90 
without a drive. Both systems load 


| at similar speeds, but the Swift 
| SAVE s about twice as fast as the 


Disciple's. 
The Disciple has-the edge in 


| termsofhardware-itpacks 780K 


rather than 640K, into a disk [ma | 
Fr 


| some of that space |s nesde 
its configuration file), has Sinclair 
etandard joystick and network, 
| ports, anda flexible No for 
parallel printers. But the Swift is 
| Basier to use, and significantly 
| more eb asia vi 


existing 
program 
Fiel A evGnnty thinks a 


ber; filename of up to ten char; 


Spectrum witha diskdrive is worth 
E250, or at least £200 = our 
predicted price fortha +3 this 
Christmas 


vç the Fá pia less than a third 
s spea capacity ofthe 
Swift and Discipie. ara work 
with microdrive software and 
lacks BASIC fila-handiing 
commands, Most damning ofal, 
there's no easy way to transfer 
protected game tapes onto +3 
disks s. apectrum-specifio software 
may be published inthatformat, 
butl'dbeamazed to see hit games 
relgased on three-jnch disks. 
alone, without tapa versions. 

The 43 benefits from serial and 
parallel output ports, and! comes 
allin ore box. In theory it's 
compatible with the old CRM 





CHELITECHONICHEDTECHONICHEDTECI 


cara Jetrom avo st VE) 


FORMAT astream; ” Mm Br SI, dmnelongin 
able, recordnum 


IN &MAstream vari 
| INKEY$ sstream | 
| INPUT d'stream;<:variables> 


| LOAD %drive;' re inoanaco E/SCREE ENS) 


| MERGE drive: filen: 


[| OPEN E Yfistreamidrive;" file ame 
| OUT stream, variable recordnum 


[| PRINT pistream; =<valuos> 


dia má ps Wº7 Ei ar, “pysprjem | 


| SAVE Sdrive;"filename” (LINE/DATA/CODE 


business operating system, but 

'BO-column display. hardware E] 
be needed for most pr to: 

fas Re Edom 't think 

j Yusers need or want CP/ 


“Hs you've already go 
Soeiro rd Mia cd, ar 
“add-on interface is cheaper and, 
-at least for the time ; more 
flexible than Amstrad's a 


THE VERDICT — 


WORTH IT, IF YOU 
WANT IT 


| Triendiy and pa compatible 
"ho question paetrum, Sib ipa 


da 1 50 upgrade? IE 5 
worth it, But only ah the dedo 
of cassette are | 
| use otthe computer: You 
| value for money, though —a ls 
| trive totally transforms your 


Vo DO net 


system. 
The Swlf Disc nl ada 


| end Ltd, 26 Church Road 
S03 BGD tel (0328) pbseo. 


- ts not just any Nie back box. 


| Ei 586 bytes, A b 
É usod to storeone character, isthe 
amount of memory 


RAM but ts into the same 


e a 


rútinesto load vg spe K file: 


than the usual iouror five. Bome of 
ido y Foutines. nie 

mbitious or pily coded, 
pda made them rather 
unrelizbte, but recent formats are 


almostaseasy to loadas standard | 


tapas, ano much faster. 
In June, € rt HE 

which copied the apactrum" 

cassette | 


Snapshot interface, so vou could 
speedthem up witha few POKES. 
Thatwas all very well tor Snapshot 


“owners, though ft didn't sort out 


the problems with Snapshot 
saving — but what about everyone 


| elsewhowantsa fast, simple ta 


routine to accelerata Edo ie 


Edit titles and tt 


non Salwan from Horndean 
inHampshire has worked out how 
tousethefas! loader from Durell' 5 
Turbo Esprit in his own pr 
Youcando the same ifyou've dot 
the turbo-load pb attha 
game, 115 easy to recognise 
*ituses red and black border 


“| stripes when loading 
“Toutines 


(Tape 
pn ao a 
james , 8D-you may find the same 
Code in other titles) 
According te Simor this: lineis 
all it takos tô extract the high- 


Typein the line, and the 
game cassette, When th pupiro 
Ras e ioaded, press BREAK (SHIFT 
and SPACE). You now have-a fast 


| yDuçan mork with hi 
| files, but that-only takes a few 


| files. To use it type 


| cassete tacilityl To copy the fast- 
| lgad routine to cassette on its Own, 


enter SAVE "FAST LOAD” CODE 
64036,1500 | 


O course, you must load the 
rúutine-at normal speed. before 
gh-spesd 


seconds. The. delay isworthwhile | 
if you want tô load or save a large. | 
program later; | 

Once loaded, the routme works | 
with'GODE, SCREENS andBASIC | 
LET L=USA 
64036 followed by a colon (then 
anormal LOAD or SAVE 


| Gommand. Far instance, this will 


pp pie Di h 
hics" SC 
TOUR will E load files 
that were saved usin polido but dio 


| can: mic normal and 


tape cormmands ih the same 
program. ia LOAD or SAVE is not 
preceded by the USA call it works 
aí the standard speed. 

The routine occupies the top 
1 E ca pao 


Peito ni icm leave the 
top of memory alone. However, il's 
possibleto splita code file so that 
PIO niGaca qu uickhy butthe last 
1,500-bytes are loaded at the 


“normal speed over tha top of'the 


rd routine. This isa bt 


|, Simon used this technique 
to speed up loading of Amaurots, 
and the tp. wins him £20 worth of 
software of hjs choice. 


SEVERAL READERS have asked 

how to store Spectrum SCREENS 
pietures in memory and display 

them at will. This seemsa common 


ade especially as so many 


cages [So I've written a tiny 
machine-code routine to do the 


TheZ Z80 processor in the' 
ectrum can acress-a maximum 
EsSK ofmemor atatime. That's 

; normailhy 


manipulated 
by a single PEEK or POKE. 

H's convenient to think of these 
65,596 bytes as 256 pages, gach 


01256 bytes. The first 64 pages, 


Papinha areused or the 
ut: «RAM DGCupies 


pagas, as explained in CRASH 
820. (There aresomenates for 
4 281 users atthe-end of this article.) 


| leavin 


A sereen display, on either 
version of the Spectrum, occuplas 
27 pages: any Information moved 
topages acao ts displayed by'tha 
computer; These-are the page 
used by LOAD D" "SCREENS. 
first 24 pages contain the 
múncchrome grd-o!256x 192 
dots and the last three pages hola 
colour information. 

livou want tohold extra screens 


| inmemor you must CLEAR | 
* Space, to stop BASIC ovenwriting 


them, There's room for five 
screens in a 48K Spectrum, 
about 7K for your BASIC 
control program. 
Nº esensibie to sigit these five al 
a 147. 174,201andepa, 
CLEAR space for fiva screens: 


| usa CLEAR 120"256-1. pap 


reed two sereens, 

256-1. Those two must be stored 

starting at pages 201 and 228. 
You-can load a screen directly 


into: sd LOAD" "CODE > 


page"256, | 
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Set PAGE to 120, 147,174,201 E 


or228-whichever screen slotyou 
wish to vise, Page 64 would load 
the screen directly intoihe display. 
The machine-code routine fits on 
page 255. just beyond the last 

| screen and before the user» 
defined graphics. The code is 

| ralocats je, so long as you adjust 
the POKE and USAR addresses 
appropriately. Lines 1 to SG ofthe 

example program reserve memory 
and set up the csiçe Line 60 puts 


“Line 70 saves the display at 
talo foral. Lob bingos 
sfora ne 
dd e2Btothedis 
memory, page 64; and line 100 
tao kay before doing it all 


- You call the code: by. POKEing. 
the number of the page you want 
“to move from into address 65282. 
and thenumberofthe target page 

into 65285. Then RAND USA 
| 65280 moves the entire 27-page 
| block in-about a twentieth ota 
| Second. 


Thenumber of the page moved 
can be altered, if you wish, by. 
POKEing a new value into G52BB, 
but a E SRICOA to handle para ot 


JON BATES answers your 
| musotechnical 
| Questions... inthe 
column that's 
preamplified 


OKAY, gonzos, isa ny-column 
| time, First of all thanks for writing 


in. It does us good to know you're | 


outthere interfacing whatever with 
whatever and coming up with 

| problems or solutions. And as 
CRASH seems to be “the onhy 
Sinclair mag that gives a decent 
wrte-up to músical add-ong', to 


quote but one latter (pause for pais. 


onthe back all round), you'd better 
koep glued tá TECH NICHE if you 
| wantto know what's good foryou, 
Inone-of my other disquises, | 
was recently principal lecturar on 
& course designed to help GCSE 
music teachers understand 
synths, Midi, computers and 
multitracking. At first, the attitude 
to computers and the old 48 was 
 Tairty hostile, to say the least. But 
altheendoithe week itwas like a 
complete conversion job, and | 
can think of at least half a dozen 
teachers who/llbe borrowing their 
| | cies and buying 
interfaces galore. 
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É ri o store SCREENS in memo 


the screen because of the Way. 


dots and colour are stored 


| separately. Tofind cut more about 
this, read chapter 24 of the original 
orange Spectrum manual. It'g 
easy enough to move-thirds ota 
Sereen about, but other sizes are. 


very fiddly to handle from BASIC. 


SPECTRUM 128 
SCREENS 
The extra memory of the Spectrum 


128 cannot easily be used this way 
to increase the number.of 


“SCREENS vou canstore: Eventhe 
128 can only access 64K of 
memory at a time, and 16K of that 


is normaliy ROM Às ressrved 
for BASIC, as on the original 


Spectrum. 
| The other B0K comprises a 74K. 
RAM disk ane 6K of workspace for 


the IZB RAS editor. You can 
sai es to that extra RAM by 
swapping it with BASIC. 


fe oms in GRADE lnsue 


The point ofit allis that if you're 


| haifinclined touseyourdd/ e Ee 


a musical tool, you can use 
It as a Of your submission 


'tead CRASH and pass exams'? 
Andsoto this month's letters. P 
Neil of Lisburn if County Antrim, 
Northern Iretand writes: [recently 
purchased a Spectrum anda 
Eri Next | purchased' a 
Ram Music Machine anda 
Chestah MK 5 keyboard .. 


- nowstarting to Senda 


tape, Will !owe anybody any 


- foyaltios? 


Yes, it you record a song that's 
not your own composition and 
make it available cornmerciall te 
youreceive money fromthe sales). 

is there a way to get music and 
drums from the Music Machine at 
the-same time? 

Sort of. The Music Machine will 
contain onhy a limited number-of 
samples. if you sacrifice one of 
these for a synth sample you can 

play, viaMidi, up to twonotesata 
ima from your MK5 as well as a 
drum rhythm. You'linaed to assign 


| them from the Midi page of the - 


menu on the Music Machine. 
When, if ever, will there be a 


crash or ride cymbal on the Muse 


Machine or Specdrum? 
Almost certainiy never on the 
| Specdrum, as, its memory and 


a ENE 


| tsnotworth the bother if you just 


want to save and restore 
SCREENS. 


- You can fit ten screen pletures 
into the RAM disk, without any 


| need for a machine-code routine. 


Load the screens ffom tape as 


Normal, and use SAVE [ºname 


SCREEN$ will restore the saved! 
acreen almóst. instamtly, 

You dor't have to Inad each 
Screen TOO tape Into video: 


FL 
58000 will load a screen Invisibly 
from tape Into the top of the 
Spectrum's memory. SAVE 
name” CODE 58000,6912 wuilt 
save that screen in the BAM disk, 


| inaformthatcan be reloaded with 


LOAD “name” SCREENS. You 
can move several screens from 
tape onto RAM disk this way, 


abc dead di ie Fon the 


prq ea tallow it. On the 
Music Machine you could try 
sampling a cymbal, but the 
chances are that the end of the 
sound will break up ina series of 
SWooShy noises, 

lupdateto a +2 mil my ade» 


| ons Work in 128 mode and mail! | 
| Rave more sampling time? 


They will work, but they'll 


| automatically select 48H one: 


However, Ram is ivorking on 

turther utilities to make use of the 
128 and the interface. Watch this 
space for details. 

How can! use the Music 
Machine and MKS with the 
Cheetah Midi interface, as the 
Music Machine doesn't have a 


| Sequencar? 


Weill, the Musi6 Machine does. 


| have a step-write sequencer that 


trarsmits Midi Out but ifyou want 


| reai-time segquencing via Midithan 


vou] nesd two Spectrums 
tBpectra?). 


Next. Ouners ot Casio CZ 101/ 
1000 -synths will be pleased that 
oneGary Chambers has writtena 
sound editor. li runs via the net 


| port on the Interface 1. For the 
| princely sum of two pounds pra 


biank misródrive cartridge, he'll 
give you the full program and 
documentation. Send your 


“cheque or postal order and 


[ITECHUO 


You-can fit 15 fuli-size pictures 
into a Spectrum 12Bifyouusethe 
machina-cade routine as well as 
the RAM disk, The only snag is the 


| loading time=about 1 minutesat 
| Standard cassette speed! But one: 
| ofourreaders has come up with a 


new waydo avoid that e id 
soa HACK A HYPERLOAD. . 


"SOFTWARE REVIEWS aro back 
in the October issue, where | Iplan 

to review Mira Software's new 

'Standard F “ascal and Fortran 775 
O! a. They dive) vou! the 
chanceton um "Big: computer" 
programs — suchas computing 

E Gursework — on a humble - 48K 

= ope! rum. 

— Themo rthly software prize for 
TECHTI PSters has bsen 

Incraased to E30, so there's NE Sn ave Ir 


| been a better time to sé and in your | 


“own ti ips. The addres s is: 


Simon N Goodwi 


tio 


a TIPS, CRASH, PO Box 1 10, 


Cartridgs to Gary at4 SER 


Ponskemett, Newport, Gwen 
NPGdRY. OS ka doa ia 
to me =-maybe there'll be à TECH 
NICHE review soon. 


Now here | have aman offering 


| melotsof beer (what an attraction) 


ta Peas problem. S Lucas from | 
Great & near Manchester 
can't get the syne code from the 
Specdrum to trigger tha drums 
without "corupting' theother 
tracks when using his multitrack. | 
recorder. im not 100% ae what. 


mean By 'comupting”, 5 
Liras: Doi pote E q0es. 


It could be you're recording the 
synctrack with noise-reduction on 
= WEICh may give unexpected 
results. Ifthe sync code itself 15 
leakina. audibiy to the other tracks 
then your multitrack could have 
alignment problems, or maybe a 
common bus has been left open. 

The first thing to do is to try. 


another mulkitrack machine, 


preterabiy one with a sync button 


| forjust this purpose, 


And no, the Specdrum won 
give separate outputs as 
everything |s done by one 
processor and one preamp, 


See vou next month with into on 


Synchronizing md tosequencars 


and vice versa . 















a OP T Fids 


DESERVES THE BEST... 
When your home or business micro costs several hundreds of 
pounds, it deserves the finest repair facilities in Europe (well, 
probably!). And the finest prices — £5 off trade rates for a limited 
period onhy. x How? At Verran we use our own range of advanced 
automatic test equipment (now sold worldwide), backed by 
stringent 2-8 hours soak-rack testing. That means speed, ultra-low 
prices and, most important, guaranteed reliability. For the first 


three months we'|| repair any fault free. For the next three, at half 
these quoted prices. * lt's the finest service available. 


* Currently we handle over 3500 products on average every day. 
Providing services for such leading companies as Amstrad ple, 
| Commodore Business Machines, Sinclair Research, Rank Xerox, 
Dixons, Currys, Boots, W H Smiths, John Menzies and many more. 
* Join them and take up our special offer now. 












Recommended and Approved by É 
COMMODORE 







| 
ACORN SINCLAIR 








EUROPE'S LEADING 
COMPUTER REPAIR CENTRE 


. AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS!! 
























É With over £500.000 worth of spares in stock, we Keyboard Membrane Power Supplies 

can meet many 0f your specialised requirements. Spectrum 3.00 CEA 19,50 
We've listed a few examples and for anything not spectrum Plus EO) Cl6 1500 
is ai ic is REL Nr All the above prices include VAT but please enclose 
inclusive of first class post a further £1,50 post and packing on all component 

COMMODORE SPARES orders, 

GS 1D Processor 1200 HOW TO CONTACT US 
SPECTRUM SPARES re ft For quotes on computers not listed or on 

E525 CIA 1200 

PA any component, telephone 0276 662665. 

FO CPU 2:50 6581 Sd Chip 1500 (Quoting CR$/107) 
ULA ECODI FOO 901225 Graphic ROM 10.00 Est dr xa 
Pomrer Supply 550 501226 Base ROM 10:00 Hr To send us your micro for repair, mail it securely 
ROM 700 901227 Katral ROM 15:00 packed, accompanied by cheque, postal order 
ATE RAMS ia, 906114 House Keeper Ho.00 (made outto Verran Micro Maintenance Limited) or 
ETA EO O 6568 = VIC 1800 quote your Access or Barclaycard number. And to 
FTA. 213 so 81464 RAMS - Memory [OO obtain your special discount quote CRS/107. 


| Verran Micro-Maintenance Limited, Unit 2H & 2), Albany Park, Frimley 
Road, Camberley, Surrey GUI5 2PL. Telephone 0276 66266. 


= | Donald = you didn't think wo'd actually 
Es; = | for; ia you? Jus be on your guard 


TOP GAMES 


SEPTEMBER 


Weill, you strategists don't exactly change the course ef hista Ê 

do you? Let's ses some passion, human drama, urso ct history 

RARAS aid OE Trato mc nte NH O Va 
TEGY TOP TEN... 


| Sorry about last month's mistake; this chart too can cam you 240 
worth of software, not £20 worth 


look out, , Stephen 
Barraciough “of Folkestone in Kent, Ben Wood of Southwell in 
Not nshire, Robert Lines of Gosport in Hampshire and Phil 
e das no doca TEL nat Oh, and 
LL you what to look out 


O [to to |=á jo» [tn [da jto [ho já 


Strategy Top o. 


1) VULCAN Cos 
2) REBELSTAR. FIREBIRD AD 
THEATRE EUROPE | : 
DESERT RATS | 
ARNHEM 
BISMARCK | 
LORDS OF MIDNIGHT 
TOBRUK 
| BATTLE OF BRITAIN 
—* YANKEE 





“HEAVY ON THE apa fe it's dan a bad dio, falling three 
“places. Bad news for THE OF MAGIK, too, which shows 


“magic has no price, or ho can spell better than Level 9, 


£40 worth of software was last seen wandering vaguely in the 
ipod he Battersea in south London. One Stefan Ratcliffe is 
| a with dt arance, CRASH T-shirts 

E fCymunear Port Talbotin West Glamorgan, 
ales; Paul Welford of Caldicot in Gwent, Wales; Ciaran 

| Richardson of Carlisle in Cumbria (a lucky person = we don'tlike 
| printino. the name Clarár in CA SH — a 
memories of bawling beards and burning buildings ...); and, 


si S D Crane of Leicester. 


E SHERLOCK 


MELBOURNE HOUSE 


MELBOURNE HOUSE 








Folks called him Mark. Mark Turford. He-came. from out West Midlands: 


from 





y. Or so he said = and when the stranger 


ambled into Luclowthathoi altemoon years back, no ny was io going 


to disagree with him. 


Paulie Sumner was down the old barn about that hour, layin Injoysticks 
for the tough winter we was all expectin, so when the stranger asked for 
him we just frazed up. But then = well, |won'ttel ya who itwas. cossure. 
as !'m chewin on this baccy the felia who said it'll regret that day on 
| Paulis's account till he goes to meet his Maker... « but anyhow the 


reported by NICK ROBERTS 


STHE DAY ofthe CRASH 
CHALLENGE dawned 
Irttia old Ludiow didn't 
seem too happy, what 

| th the Ella weather 
| thesummer season brings and'the 
| mass Of tourists roaming around 

| asking how to get to the castle. 

| Thena CRASH reviewer arrived, 






looking very worrisd indeed. ltwas | buil 


Paul Em best at Mikie' Sumner, 
clutching his favourite joystick in 
hisright hand as he strode pia 

office with a smile on his face. . 
“te this man contident,' we 
wondered, 'orishe just) 
abrave face? He'd arrived pedi 
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tog etinsome dna practice 


jore the challenger appeared: 
Ri Mark Lado from 
PaBory near Birmingham. 
Mark had chosen to play 
Imagine's Mikie (a Smash and a 
nd in Issue 251. It's setin a 
e 
| a tó his 
NPR Tatoo 
owing his school chums out of 
their seats and collacting masses 
of hearts diininds about t 


ge was plannedasa 





| Thec 

| best-of-three competition: Paul 

| ana MARA n plyas a dae of 
| Mikie in each round, with 


higher score winning that Sc 
So the overall victor would have to 
win-at least two rounds, .. as 





- practice was a mere 235,000, 
| Mark had reached 250,000. 


ie school! 





stranger set off down Main Street to look out to 


That was the last weheard of Turtord, and Paulia ... well, no-one but 


| Doc Eddy saw him outside of a coffin agin. 


Now what a man does in his life is his own-business, and you'll never 


bar .. 


Paulknewalltoo well! Eita 
quietly deflating — his best score in 





But Mark still hadn 'tarrived, and 


the straln was beginning to Show 


on Paul's face as the sweat 


| dripped down his back from allthe 


e asd 
aul was nb Enio the 
black coffee when Mark finally 
med up all hot and bothered, 


q taken the jong way round 


mingham to LHCHO we iuta 
Worcester? diria and roer 








Saber whi 
vil eye anda Spectrum +. 
Battle 








| catch me saying a word agin old Paulle, hough vou know years later, 

after the railroad had cometa town, old Doc Eddy and | was having a 

coupla whiskies and | heard! what Paulis had told the Doe down the ola 

| - butit was all a long time ago. DE tin dna 
man's tales, Anyhow, none of this'is trua, It's just. 





PAUL CRUSHED IN | 
ROUND ONE 


ro and joystick atthe 


and they're off. Mark 
nas offto an early start collecting 
gabi tddi before | 
Paul is out of his seat! 
Mark has one advantage over 
Paul - as an experienced 
Mikie expert he knows where all 
the hidden bonuses are hiding, but 
Paul E ai knows the basic ones, 
Suddenty PERFECT flashes onto 


Marké s screen while Paul wanders 


around. aimlessiy trying to gather 
the hearts in any old order. 

Then, withaburstofadrenaline, 
Paul zooms ahead to the next 


| screen while Mark idlesforawhile 








FOOTBALL A CAICKET 


SPORTS SIMULATIONS FROM E & J SOFTWARE (Established 3 Years) 
«SRILL... TÁCTICS... DECISIONS...STRATEGY...SKILL... TACTICS... 


o ostra Strategy Games packed with GENUINE FEATURES to make the ta most REALISTIC 


CRICKET MASTER : A SUPERA SiMU- 
LATION OF QNE DAY INTERNATIONAL CRICKET 

| — Captures the Amosphere and Drame o! the-orne 

day game. — Weslhar, Wicket & Chutfigdo Copvdi- | 
tons. Bai Basting & Bowling Tactics, Team Setecton, 

| Fast, Spin & Medium Pace Bowiesa, 4 Types of Batsmen, Seleci Field Layout, 3 kl Levois, Wides. 

Eyes, No Ball, Mistielo, Droppad Calches ele. etc, acoreboard, opa Me Bowling Analysis, Run Rate. 

Run -Singia Opton, 3 Game des * 4 Star Fentura - Complete Match Oeerview, including Ball by 

Ball Acton & Commentary dd phea Many Mora Fealures. 

Prico E7.95 including a FREE set 0! CHICKET MASTER SCORESHEETS 


3 FOOTBALL MANAGEMENT GAMES ONLY 25.95 EACH 


PREMIER | : À COMPREHENSIVE AND EXCITINO LEAGUE CAME - Can vou handle ah ol 
this? — Play AM Teams Home & gre | Translor Market that allows yo to buy any player in lasegue gal 
Your players 19 ng other ar Team and Subsiitute Selecion, Maich Injures, Match Sulsti- 

iutrons, Nami & Hecorded Goal Scorers, Team Morale (all legs). Triestar Penn injury Time, 
Financial Problaens, Maich Ablendances, Bark Loans, 7 Sh Levels, Manage Se oriirro 
Seasons, Job OMers or Dismessal based on your periormance, Printer Õp ia and MORE 

EUROPEAN Il : A SUPERB EUROPEAN STYLE COMPETITION - Entoy jhe atrsphere of 
European Cup Ties! = Home & Fi ça Full Pertalty Shooi-oul [with SUDDEN DEATH, 2 
Subsiiutes Allowed. Full Team And Substituto Selection, Amay Goals Count Double Extra Time 7 
Shall Lets, Disciplinary Tabte, Printer Option, Save Game, EU 

Tax Match Simulation with fhesa GREAT FEATURES - Ma 


OPEAN Il inciides a comprehersiaa 
toh Timer. Named & Recorded (rea 
Scorers. Cormers.; Frog Racks, Goal Ti 
tes, Senchng Ol! and MORE! 


umas, Injures, Booturnga; Cisaliowed CGosis. irjury Time, Perial- 
* SPECIAL FEATURE — transfer your PREMIER || winning Sida into EURÓPEAN | + 
Both these GREAT gamas can be played saparately dr as comparsbn games 


































WORLO CHAMPIONS : À COMPLETE AND EXCITING WOALD CUP EMULATION —- Takes 
you lrom the Brst warm up Hriandiies through-ihe qualifying slages and on tg THE FINAL St - Enuad o! 
25 ers, Setect Friendly Maiches, Qualiing Round 2 Substitules Áliowed. Tabie, 








Selec! Tour Opponents, Players gain exparance caps às compattion progresses, Extra Tome, Ponal 
Shogi-Dut, Quarter Final Growp, 7 Skill Levels: Printer Option, Save Game, WORLD CHAMPECO 
includes a comprehensive taxi madch semulateoo — (cal Times. imes. Booking, Injuries, Namepd'Recorded 
Goal Seorers. Injury Time, Match Clock, Sending OH, Persáliias. Corners, Free Élcks. and MORE! 


All games for ANY 48K SPECTRUM, supplied on 
por with full instructions and price includes P & P. 
torrado VALUE — Any 2 Games Deduct £2.00 from 


SUPERA VALUE - Any 3 Games Deduct £3.00 
from total 

FANTASTIC VALUE - Buy all 4 Games Deduct 
£5.00 from total 


| These games are available by MAIL ORDER ONLY 
via our First Class Service. All are available tor 
IMMEDIATE DESPATCH by ist Class Post 
and are securely packed. 


From: E & J SOFTWARE, Room 3, 37 Westmoor Road, ENFIELD, 
Middiesex EN3 ldem h, 





























Here's some exciting news for Spectrum owners ... 
the official Spectrum Upgrade Kit. Tne-Upgrade has evervthina vou 
need to turn your Spectrum into the styish new Spectrum + You don'teven 
neeo an understanding ofelectromes, just the ability to sólder atew wires together! The 
Heamet in the mt gives clear step by step instructions Ifyou'renotsure about doingit 
vOurselt dont worry Simply returm pour 4BK Spectrum to us amd for 631,90 + É150 
p + pes upgrade it for yny 
The bigger, better Spectrum keyboard 
The Spectrum + measures 1247 = 6. It has a large typewriter-style Keyboard, 
| with hard mouged keys. rou'il find the new keybõard has a smooth, positive 
acton = i06al for ESuch-Cyping, word processing, simulation programs. and 
extended programming sessions. Two retractable legs give a perfect typing position. 
There are 58 Keys im all, including 17 new keys. Programmers well be pleased 
to see dedicated punctuátion keys, à space bar, and separate shift keys for graphics 
and extended múdes. And a reset button allows you to clear à program from your 
computers memory without disconnécting the power supply 
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- NOW AVAILABLE - the Official Spectrum Upgrade! 


Turn your Spectruminto 
la: eponto + for 





software and peripherals, 





just £24. 95 









) RO |» Professional fuli-size keyboard + ELSDp+Dp 
, O Includes 17 entra keys 
) * Responsive typewriter-style action 
e Accept al current Spectrum RS so) ese Edit Caps dock 









Lieteto 


Esterirri 
ricade 


Caps shuh 
Ssricehosd! 


— rd 


as o 
Caro crirça 


ireeteried romena Comma 


The official Spectrum Upgrade. Naturaly your upgraded 
computer will accept all the peripherais in your Sinclair system- 
interface 1, Microdrives and so on - 35 well as a! Spectrum-sottware 
JUST as Important, new Spectrum software and peripherais will be destgned. 
with the Spectrum + in mind. 50 the Sinclair upgrade ados styllsh looks, nem 
capabilities .. and new potential for the Future 


HOW TO ORDER BY MAIL 
1. lfyou require us todo the upgrade for you pléase sendEs,90+E1.50p+p. TotalE3340. 
2 Sheyla you require the do-it-yourself it just send E2495+ E150p+p Totalt26as. 

3. Fyou require yôur Spectrum to be repairedand upgraded toa Spectrum Plys We have a 
special offer price of just E50.00 complete. 

Orders can be placed by using your Access Card on the numbers below 


HE 


eeTivest [hEsS 
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LEEDS UNIVERSITY physics 
student RB L Navinhas designeda 


very interesting adventure/arçade 


game for the 10-16 age group. The 
player must visita seres of 
IOCAHONS, : solving | physits- 
related problem in each. ['ve-seen 
partof the design, and ithas some 
potential = now Naviínis looking for 
someone to program it, witha view 
to marketing this educational 
game commercially, Anyone 
interested can write to me al 
CRASH, and riiorward the letters, 


FOR EVERYONE who's asked 
about catalogues of educational 
software... very good 
catalogues are avaitable from 
Rickets Educational Media, Ilton, 
liminster, Somerset TALS 9HS, 
and from Micro-Jenn Software, &7 
Squireis Heath Road, Harold 
Wood, Essex RMS OLR (if writing 
to Micro-Jenn, specify thatit's 
Spectrum software you're 
interested in). 


[=| 


Producer: Key Software, 33 Hilton 
Street, Aberdeen AB2 30T 

Retail price: Ed ontape, £5.500n 
mierodrive 

Age range: 9 to secondary- 
remedial level 


Thetirst two programs onthis tape 
are teaching programs, and the 
last tests lhe players knowledge, 
Ara They The Same? shows that 
when the numerator and 
| denominator are equal the fraction 
mustequal one, and thalfrachions 
suchas 2/4, 3/6 and 4/8 are equal. 
Hork Them Qui extends tiisto the 
numeriçal concept of equivalent 
iractons. And Matei Them sets 
some tractor problems. Querall, 
| Fractons 2? is an excellent 
package, and the teaching 
| sequentes make very good use ol 
graphies. 


Keyboard play: good 

| Graphics: extremely good visual 
representations and clear ota 
General rating: a very effectiv 

and attractive method of pesa 
ractions; WI give the teagher/ 
parent € good information on the 
child's grasp of the concepts, tog 


lucal Ta 


“a ÇA cms Em 
LatOTial DADO LA e À Rs ERHO 


1 
Ha learnina: 
Air Ma À CDE JE 


Fa E Tm | mo) a? “Tod 
Lid3ys E! LT am Ta 


TT 


Foge HMÓRTERS, 


à Eisht ETs! 


Belo Cameron, 
De Lhe loft side 


ME the scrosa qog 


Cah S6e he be 
square, 


À bolo blg 
sure | 


Producer: Key Sofiware 
Retailprice: Cd ontape, £5.500n 
mierodrive ad 

Age range: 11 to secondary- 
remedia!l level 


Decimais tests a pupils 
understanding of place-valte 


| series and the multiplication and 
| divisionofdecimal fractions Dy ten 


and 100.A question might ask, for 
example, “what is 3,7 x 1007". 
the child gets it wrong à help 
window appears and the process 
is taught clearly and graphicaly, 
using ihe example in which the 
mistake was.made. This very 
useful little program can be used 
to reintorce understanding of 
decimal fractions and place-valus: 
serias. 

Keyboard play: very good 
Graphics: cigar graphical 
representations in the help 
window, atiraciive colour 
General rating: the heip window 
15 a particularly useful feature of 
this valuable program 


Producer: Mirorsott, Holbom 
Circus. London ECIP IDO 
Retail price: [7.95 

Age range: 7 + 

Author: Widgit 


Written by ahead teacher, the two 
programs in this package are 
aimed at sharpening observation 
skills and visual memory, 

The-first, Old MacDonalo's 
Farm, contains three simple 
games. Memory challenges tha 
player to reconstruct a farmyard 
scene from memory; Oog-One- 
Oui tests observation wilha sD0t- 
ihe-difference game: and Snap is 
the-old favourite, for one or two 
players, 

Look Sharp's second main 
program, 5.0.8.7. (standing for 
Space Observer Recruitment 
Test), measures the players 
reaciness for a Space mission to 
tha Spiral Galaxy. After some 
practice SORTs, SORT 1 tests 
wmsual perception: two columns 
gach made up of three picture 
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elements appear on the screen, 
and the player must spot when 
elements match, 

Thenext SORT deals with visual 
discrimination. This time, six 
versions of the same picture are 
shown, one-shghtiy different from 


the others — the player has to pick 


the odd one out. The pictures are 
| quite:small with lots of detail, so. 
it's not an easy task. 

And the final SORT tests visual 
Memory = | discovered mine isn't 
very good! A picture with nine 
diferent elements is shown, and 
| when it vanishes the player has to 
reconstruct the preture from 
memory, puting dach element in 
the night place. | 


Keyboard play: fast, but single- 
key commands make it ideal for 
very voung children 

"Graphics: very nice indeed! 
General rating: very good value 
for money, with a strong-fun 
element 


MYSELF AND US 


| Producer: Key Software 

Retail price: C4on tape, E5.500n 
migrodrive 
Age range: 7 to secondary level 


These two were designed to 
| provide a-simple introduction to 
graphs, but they can also be used 
Separately. Myself isa very simple 
program which provides the child 
with information about himself | 
derived frem his date ofbirth-the 
Chinese year ofhis birth, hisagein 
years, star sign, number Of days 
lived and day of Birth, and an 
appropriate extract from the 
rAyme Monday's Child. Allthis can 
be printedouton a ZX-type printer. 
Inthe second program, Us, the 
user chooses a graph from one of 
the following categories: Starsign, 
| Day Of Birth, Favourite Pet, 
Favourite Colour, Letters |n First 
Name, Favourite Sport. Rooms In 


The House, and Spare (which cam 
beused for atopicoi the teacher's 
choice). Up to 36 users can mput 
information in each category, and 
then a gtaph of this information is: 
displayed. So the relationship 
between the facts and their 
graphical representation is 
strengthened, and Myself And 
Us not only allows children to 


| enter data about themselves but 
“can PRO gue suet information as: 


the day of the week on which an 
event happened ar the star sign of 
a famous person. 


| Keyboard play: very fast, with 


Claar screen instructions 
Graphics: the block, line and solid. 


Graphs are all clearly shown, with 


effective colour TR 
General rating: excellent and 
enjovable | 


READ-RIGHT-AWAY 
Producer: HS Soitware, 56 
Hendrefoilan Avenue, Sketty, 
Swansea SA? /NE 

Retail price: 27.95 

Age range: 5-B 


The two programs-here aim to 
teach children to read using the 
| Phonic method — sounding out 
eachletterof the word. 
plashdown involvas 
completing three-letter words. lt 
takes place aí sea; each player has 
aboat made up of three-letter 
words with one letter missing. H 
the correct letter is chosen, an 
aeroplane coliects the letter and. 
bombs the “word boat”, which 
ten explodes and sinks into the 
| player's underwater store, . 
| providing a visual record of the. 
“inished word. 
The menu allows you to set the 
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pe you A | | programs with built-in 
skill level, and chosse sequençes | 


ot words which are similar (eg 
three all beginnina with c and 
ending with or completely 
thfferent (eg s-t, p-d). The position 


Bithe missing letter Can also be 


| selected. 


Frefight involves completina 
words with pairs of letters. This 
time, the player has to rescue the 
heroine from thetop ofa buming 
bulding by bridging holes in the 
bulding's floor with letters! Again, 
there's a choice of skillleveis and 


| the letter pairs can be selected. 


Both games are very nicely 
presented and fun to play while 
providing practice in useful skills. 


Keyboard play: fast que 
Graphics: very eye-catching and 
attractive, with eftective colour 
General rating: two ab alça | 
ex ibility, 
so you can cater for each child 


COUNT WITH OLIVER 


Producer: Mirrorsoft, Holbom 
| Circus, London ECIP 1DO 


Retail price: [7.95 
Age range: 4-7 
Author: Marmalade Software 


| Thesetwo games introduce young 


children to the basies of counting 
and simple addition and 


— subtraction, In Tóyshop, Oliver 


asks the player to count the toys in 


| ashop window. Three different 


kinds of toys appear in three 
colours, and the program 
imroduces the idea df sets as well 
as numbers. à ao 
Foyshop is structured very well, 


becoming more difficult only when 


Correct responses show lhe 


child's coping well. . q 
Lollipop gets furthe; into simple | 

arithmetic. First the piayer has to 

help Oliver buy loilipóps of various 


| Colgurs from the shop: then the 


quantitiesof lollipops are added or 


| subtracted, The second time you 


play the game in a session, two- 
digit numbers are introduced, 


Keyboard play: responsive 
Graphics: simple but altractive 
General rating: two well. 


structured, easy-to-handie 


programs which children willenioy | 





WORDS AND PICTURES 


Producer: Chalksott, PO Box d9 
Spalding. Lincolnshire PETI INZ 
Retail price: E9.95 

Age range: 3-7 


Vroras And Pretures contains our 
programs wrich shoule 
encourage children to read. Ituses 

| 47 words common in eariyv- 

| reading schémes, and deals both 

| withwords and withsentences In 
the two words programs, four 
colourtul pretures are shown anda 

word is printed undermeath in 

| iower-case letters. The chitd must 
mateh-it to the night picture. The 


| HOTLINE QUIZ 


Producer: Chalksoft, PO Box 49, 
Spalding, Lincolnshire PETI INZ 
Retail price: ra 95 


Age range: 8 to adult 

This is one of the best quiz 
programs on the market. The 
player must repair the hotline 
telephone link between the 
words leaders Dy correctly 
answering up to 20 questions. The 
question sets cover topics ranging 
from Holidays to Words to 
Cowboys to Monsters to Pirates. 
Theyre graded by difficulty, and 


SETS 


Producer: Alphaplus Educational 
Software, 1 Loigh Road, 
Southampton S02 1EF 

Retail price: £8.45 plus 80p 
postage and packing 

Age range: GLSE and GCE O 
level students 


Sets is the first program ina series 
ct mathematical software from 
Alphapius, presenting a. new 
approach to maths education — 
helping students develop 

qniidence and a deeper 
understanding Of mathematics. 
The series is based on lhe GCSE 
andGCE O level syllabuses., 

This attractive package includes 


vo SENENCE programs are 
irmular À nice feature for 
Classroom ise:youcan store a list 
51 names and scores, and the 


| computer will call each child to the 


program when it's his turn. The 
booklet 5 good, toa. 


Keyboard play. good; single-key 
commands 

Graphics: very appealing, with 
excellent colour 

General rating: an atiractive 
package, making excellent use of 
grapiies ru sound, surtable for 
Home and schõo! 


new questions can be entered and 
saved. H children are allowed to 
research and word the questions 
and answers themselves, they 
be involved in a very efectve 
tearning process. 


Keyboard play: good; single-key 
commandas 

Graphics: limited but attractive, 
with good colour 

General rating: an excellent and 
flexible program which can De 
enjoyed by all the family 


arextremely comprehensive and 
well-produçed 47-page mantial 
with examples and problems to 
solve. (No cheating') 

The menu offers six options 
covering sets and Venn diagramis. 
For the option DRAW VENN 
DIAGRAMS, for instance, the 
manual sets 12 problems forthe 
student to solve on paper belore 
usingthe program to check the 
answers 


Keyboard play: good 

Graphics; clearand effective, with 
colour used sensibly to ala 
understanding 

General rating: a very good, 
comprehensive package 
developed by experis and aimed 
at the senous student 


AUTO CHEF 


Producer: Cases Computer 
atmutatiorns, 14 LangtonWay, 
London SES FE 

Retail price: [5.55 

Age range: older students adults 


InAuto Chef you beco ma 
Managing Director of'a restaurant 
chain. The obisc! of this simulation 
isto quickly Increase your El 
tlhon-capralto L25 milhon and 
take nyer Trust House Forte! 

You can callup business 
Information GnsCresn, ranging 
fromabalancesheettoabar chart 
summmarising a survey of 
customers eating habits. 

And vou have to remember 
thare's a greater gross profit 
percentage on restaurants and 
cafeterias than on fast-food 
outlets and takeaways. 

Nery prices, 190, must De 
[5] pio jered — buti fprices are (po 
high, customers will be lóst. 

Bulk purchase ot food and wine, 
advertising costs. wages, fixtures 
ana fittimos... all these haveto 
be taken intoaccount, and all the 
time you need to keep the 
Shareholders happy or they'llforce 


vou to resiam! 


Keyboard play: fast, with simple 
GONtro! Keys | | 
Graphics: clear bar charts and 
histograrns, but limited colour 
General rating: for business- 

studies students excellent 
prato e in reading accounts and 
balance sheets 


THINKING! 


Producer: tArrorsolt. Holbom 
Circus, London ECTP IDO 
Retail price: 26 35 

Age range: B-12 - 

Author: Nida 


The Quiek Thin ano! cassette 

contas two earny-learing 

programs and Robo! 
abies. 

Sum Vaders. torone or Wo 
players, Qives practice in adding 
and subtractint o: a number 
appears onan in vadia Spnacesnip 
and another om the aber robot 
which it drops, and these Wo 
numbers must be added or 
subtracted before the robo lands. 
A wrong answer ieaves lhe word 
detenceless against the robot 
invaders!. 

In Robot Tables the-plaver 
controls a machine manufaciuring 
robots and has to make sure 
componentsare assembled in the 
rightorder. Again, several levels of 
dificulty are cHered, and it's also 
possibla to control the speed of 
the machine. At the fastes! speed 
and the most difficuht level this is 
quite a challenge, and the player 
really needs to know their 
multiplcaton tables. 


eum vVaders 


Keyboard play: responsive, wilh 
simple control keys 

Graphics: very atiractive to 
children, withciear Braht colours 
Generalrating:a good, value-for- 
money package 


ES Te O E —— e O 


PHOTOSYNTHESIS 


Producer: AVP Computing, 
Hocker Hit House, Chepstow, 
GwentNP5 SER 

Retail price: 210 

Age range: O level students 


Photosynthesis isa major topic:in 
all Biology Syllabuses, “and this 
program aims to give factual 
information and help revision, 

The menu offers four options: 
The Structure Of A Leaf, 
Adaptations Of A Leaf, 
Photosynthesis Experiments; and 


| TheChemistry Of Photosynthesis, 


Inthe section on leaf structure, 
the user has tó label correctly the 


| diagramofatransversesectionaf 


alea! = but before starting he can 
choose to see a correctly-labelled 
diagram. When the labeis have 
been entered, the computer does 
the marking and presents the 
option of trying again, going on to 
another sector, or seeing lhe 
correcthy-labelied diagram. 

The leaf-adaptations option 
shows how leaves are designed tD 
perform their functions efficientiy, 
Again, the computer will 
demonstrate thé various 
adaptations and the student is 
asked to match each adaptation to 
the rote tt plays — absorption.of 
suntight, transportation of gases 
anda so on. 


Before starting the third section 
the student should have seen 
demonstrations of several 
photosynthesis experiments. The 
computer dembnstrates the 


'“Apparatus used tó testa leaftor 


starch; to show that light, carbon 
dioxide and chloraphyil are 
necessary for photosynthesis; and 
to show that oxygen is produced, 

Each stage Df an experiment is 
outined in simple terms end 
Wustrated with graphics, and then 
lhe result of the experiments 
Clearhy stated. The user must 
match the apparatus to the night 
experment. 

The final section of 
Photosynthesis, The Chemistry of 
Photosynthesis, contains a very 
etear demonstration of the 
reaction equation, and again the 
computer tests and marks the 

student's knowledge. 

Pholosynihesis 15 a wide and 
complex topic, so this program 
doesn 1 attempt to cover every 
facet-butif'saveryusefulaid for 
O level. 


Keyboard play: good 

Graphics: simple, but used to 
good eflect, limited cotour 
General rating: a useful aid which 
makes a very diticult topic much 
more gocessible 
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This is by Gary Morris of Sutton Coldfield near Birmingham. It's well shaded, 


and has (for à change) quite a lot of colour, which has been used sensibly and 
to good effect — look, no attribute clash on the explosion! Neat, en? 


Gary Morris strikes again. The lack of colour here suggests a more devivus 
evil than that of The Beast. And the malicious grin — in fact the whole being = 
reminds me of someone on the CRASH team... (no offence intended, Lloyd!). 


Era, 
= AE 


Alex Williams from Truro in Cornwall sent in a very Impressive demo. lt 
shows that famous scene from Alfred Hitchcock's movie Aomh By 
Northwest where Cary Grant is chased along 3 lonely country road by a low- 
flying crop-duster. Here's a still, | 


hat'sit arn't even telivau wbat a wandardil vim tha 
As Roger (Omnipotent Lord) Kean breezed past my splinter of wood which is quim St | art even soil Adao a ronderful view ti e 
known to some as a "desk", he commented on the psychedelic quality of Stephen b ra e Ee cause agrea thul king filing cabinet has 
Hill's reproduction of this famous 1967 Beatles album cover. (The album'shada “SEM Práceo in the midate OT my view. Ho hum. 
lot of publicity this year, it being the twentieth anniversary of the good old days E e carai uloutthere - doitto them before the ydoittovou, 
etc.) À pity about the colour clashes at the top of the screen, but the drawing butin either case send your SCREENS to Mike Dunn, ON THE 
makes a change from the usual welter of fantasy/game screens. Stephen haiis SCREEN, CRASH, PO Box 10, Ludlow, Shropshire SY8 1DB 
rom Egham in Surrey, | emambeair= the haste HOM, NFOpSire S Fo TLD. 


= LNe Dest screen artists qet a fuli-cololur 
Es r pgoseçã 
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ú its bu rstin 
with action and exclteme 


Forget that bored glaze 
from playing inferior 
games over and over “again. 


Hereis é six times the fun for the price of one! 


Available on/CBM 64/128, Amstrad and Spectrum 48/128K* 


(CBM b4126 E El4- 99) 
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dese Of Hopes And Glory, 
sed nha wet Sun- 
in Manchester and 


cr « queuos at the Post Office 
heiped make Britain the 
com t E today, But above all 
these stands one item that has 
truly put the great in Great Britain 
- the cricket ball, This tremend- 
ushy hard orb, which can smite a 
human body with such force thatit 
huris “even through a foot of mat- 
| , has beaten the British 
character into shape. 
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mes ia Es ent 


- The me youre controlling is 


dg 


JNDEFD 


But now evil is-in the air — the 
dastardly Count Chameleon has 
lans to. change a cricket ball's 
snçe with the help of his rubber- 
tronic ray. This bounder must be 


ia api paço he is too be 


|, and Viscount Sebastian 
Professor Braindeath, Col- 
eo RG Bargie and Miss Palmyra 
Primbottom are the team to do it. 
The characters are controliad in 
turn and eeind o as they make 
their way th h tha perilous pit- 
falts that await them ori thefar dis- 
tant South American continent. 





nn 


Producer: Novagen 
Retail price: E9.95 
Authors: Binary Vision 


ai Si im viga mio imo Em a, Lu a 


Miss Paimyra Primbotiom tles rope 
| tothread- buto'a she going to tia 





E e GU 
| ad er 
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[ CRITICISM À. 


“Wow! You'll be addicted in 
| aninstant. The graphics are 
| marvelious and colour is 
| used perfectly; the sound is 
 brillianttoo, witha fantastic 


| title tune. Stiffip & Go. ds 


packed full of jokes and 
humorous faces - | particu- 
larly liked tha way the 
screens change and the 
sed ico hitting 
people. can't find anything 
rd mioan about in this first- 
class game - perhaps I'm 
ill, or just addicted!” | 
NICK 1% 





Sn in the bottom half of the 


comie-strip-style screen, with the. 


previous scene in the top half; the 


other three characters are en the. 
righi side of the screen. Ê 


leon and menu systems allow 
our herces to move, aid 
other characters, & 


solutions. to 
obstruct the wa 
his obnoxious device, 

But it's just not cricket — 


puzzles that 





/ CRITICISM À 


Ee eli 


-Swtip, & Co. 
the ie bal- 


game and bite The 
graphics are great, the title 
tune and in-game tunes 
| and FX are superb; | dont 
think there's anything 
wrong with Stifip & Co. t's 
emusing, isto 
| ami an ineo [é] 
| ppl ed 
seo load o spin-off intho 
B: - in 
future . 





offending character is “dispatohed 


etica inctudin iengthi fam 

Ss Of rope 
and thread, pi dd and. ato : 
These objects. E pelo rom find 


a the Count and 
tha- 


burgaucrats, cretins, wide boys. 
and rotten cads | our feariess fonar 


[COMMENTS 









“ Thaven't enjoyed an icon- 
driver adventure so much 
since The Fourth Protocol 
was released = and Stifip: & 
Co) -S programmers worked 
om it, too. Though Strip & 
Co. is: extremely hard tó 
crack, the presentation Is 
clear and simple enough to 
make it permanently addic- 
tive, Each problem is fien- 
dishly constructed and 
very satisfying once over- 
come. And the superb 
graphics express a kind of 
| humour which is usually 
restricted to text adven- 
tures, but the clever foa- 
tures arem't there to cover 
for a poor game = they add 
to the strong atmosphere. 
ts all good clean and 
clever fun, and well worth 
persevering wi 
PAUL Ba 
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encounter ia South Anaico can 
try the patience of this English 
party Bo mes you'll have to 
land a good eld thump on a foreign 
body with some accurate hooking, 

rcutting — or ungentlemanthy, 
y effective, punching 


“Be 'warmed, however: too 
many low blows are thrown divine 
intervention becurs, and the 








heaven 

“There are two parts to Sttip & 
C >., lbaded separately + you must 
complete the firstto reach the sec 
ond, And remember, Britain 
expects every man and woman to 
do their best. 


—/ COMMENTS | ke 


Joysticks: Cursor, 
Kempeston, Sinclair 
Graphics: large and very 
good; monechromatic car- 
togrnarea, coloured icons 
Sound; outstanding tongue- 
in=chesk title tune with 
equal eectve in-game 
tunes and elects 

Options: definabte control 


gpa 
eneral rating: an excellent 
Eai on the-elichés of the 
ritish Empire with loads o! 
addiative playability 


Presentation 
| Graphics. 
Playabilit 





91% 
&B% 
| BE 
Addictive qualíties 90% 
Mee 


90% 





Producer: Firebird (Gold) 
Retail price: E7.95 
Author: Odin 


BA Bata way to speno a 
MNA Sunday, stuck up in 


MW space with a jet pack on 


your back and a blaster in your | 


| hand, obliterating attacking waves 
ofaliens... 
At first these belligerent 


— | PAUL | | 
“ Firebird seems to be a bit | 
late off the mark with this | 
Nemesis-type game -— you'd | 
have thought that after a 
| good look at this popular 
' genre the producers would | 
| have come up with a decent 
product. The add-ons seem | 
to have no effect, and the | 
enemy waves hardly varv. | 
Colour is very badly used, 
and the screen soon 
becomes a strain on the 
| eyes. Sidewize is very 
| repetit and boring = a 
great 




















| disappointment, 
| especially on the Gold 
label. 

























| “ Odin's games are usually a | 
joy to play, but Sidewize 
doesn't quite live up to their | 
standard. The graphics are 
very clear and it would be 
hard to fault the animation, 
but none of the colours work. 
The sound is good, though, | 
| especially the title tune. | 
| Sidewize is a straightiorward 
shoot-“em-up; it's playable 
and enjoyable, though 1 
“didn't find anything to keep 
me hooked, ” 



















TE% | 


Creatures approach in predictabie 
fashion, but as more and more of 
them are destroyed the waves 
become more complex and less 
predictable, sometimes attacking 
from both sides of the screen. 
Wiping an align out takes accurate 
fire, and sometimes more than one 
shot. Laser walls move very fast 
across the screen, and avoiding 
them takes great agilty and 


| dCCuraly. 


When certain waves have been 
destroved, Firepower' and 'Move 


| Faster arrows are revealed. Six of | 


gach are available for collection by 


























touch. 

But after the alien hordes have 
been éradicated, a larger creature 
is revealed. Destroying this 
overgrown beauty requires 
considerable fire power = but 
when it's blown to bits you can go 
onto clean up the next of the four 
pianagts. 


MIKE 


“ Sidewize is really dull, The 
g ics are unattractive, 
and most of the attack waves 
have been ripped off from 
Thalamus's Commodore 


Deita, There's little to hold the 


interest; the planets are very 
similar, and once you've 
played long enough to 
predict the attack patterns 
| (about an hour) there's 
nothing left. " 

45% 





Behind every allen horde there's 
a large creature 


COMMENTS 


Joysticks: Cursor, Kempston, 
Sinclair 
Graphics: small and badly- 
coloured 

(Sound: decent titie tune, 


average spot FX 
Options: definabie keys, high- 
| Score tabla 
General rating: Mike and Paul 
fund Sidewize a dull shoot- 
em-up, butRobinappreciated 
ts superficial playability 














Producer: Quicksilva 
Retail price: £7.95 
Author: Gannon Design 


| ucked away in à unknown 

“fold ofspace is The Tube, a 

Mm three-stage alien serap- 

Collection system rather like a 

massive qgalactic Steptoe vard. 
And, ves, you ve flown into lt. 

The first area is the Transfer 
Zone, where your craft is drawn 
nexorabty toward the bowels of 
The Tube through a nightmare of 
parasitic space organisms, energy 
| whiris and debris. Your onboard 
| lasers and smart bombs can 
destroy thase potential 
destructors and sam you points — 
but distance and time indicators 
ominousiy chat lhe ship's 
progrêss toward the end of this 
zone ... and the beginning of real 
danger. 

The Transfer Zone leads into the 
horizontally-scroling Defence 
| Mechanism Tunnel. Here your ship 
can slow down, accelerate and 
mave up and down through the 
passageway  encrusted with 
missile silos, energy rays, sucker 
| darts and bombs. Any of these can 
| end one of your three lives — and 
| there's also the danger of crashing 
| into the tunnel walls. | 
For protection your ship carries 








smelds which can be activated at 
any time dunng the first two stages 
of The Tube (draining energy), and 


| à blaster which can take out many 


of the dangerous obstacies on the 
way to the Capture Area. 

hn this third section, the aliens 
hold disabled ships and take them 


| apart. Your ship is seen from 


above  fving through the 


"mechanical graveyard, by very 


accurate dockinag with the old 
ships, you can attach fuel pipes 
and siphon 0H their eneray. Some 
o. the junked remans have 
decaved, though, and they're 
almost useless - and energy is 


essential to maintain vour ship's | 


shields, without which you'll be 
destroyed. 
On getting through the Capture 
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“Pe The dustbin at the end 01 the uaversa: The Tube 
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| Área you ve completed one of The 


Tube's eight sections, and the task 
can begin again. 
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O Some of The Tubes graphics 
aren't very good, but the Capture 
Area is effective ifsomewhat jerky. 
The Transfer Zone's 3-D effect 


doesnt quite work, because 
objects come from the far 
background into the near 


foreground too quickly, and the 
Defence Mechanism Tunnel is too 
long (though it's good fun at 
first). 


MIKE 59% 


O “it's not really much like the 
TV series, is K? | mean, where 
are Jools, Paula and Muriel? But 
seriousky ,.. The Tube suffers 
from some big flaws. The first is 
the inlay, which claims 


TT 


DOSES re 
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“astonishing' graphics; really 
they're unoriginal and crudely 


“animated, All three stages are 


unplayable and boring: the first 
two are too easy, and the third 
only presents a challenge 
because it's unplayable. The 
tune and sound effects are the 
onky good points of The Tube, " 


PAUL 33% 


O Nice graphics, shame about 
the game — not that if's especially 


| poor, ils justnot interesting for 


long. The graphics are good, 
particularly the backgrounos, and 
there s a decent title tune: more 
game sound would improve play, 
though. " 





Joysticks: Cursor, Kempston, 


Sinciair 

Graphics: monochromatic but 
effective play area 

Sound: good title tune by David 
Wihittaker 

General rating: à standard space 
shoot-'em-up with some strong 
graphics 








Producer: Piranha 
Retail price: £7.95 
Author: Don Priestly 


| Hera while on the dote you 
strike lucky and get a job at 


MBuckingham Palace as a 


flunky to the Royal Family. And you 
must kegp your employers — The 
Queen, Andy and Fergis and 
Chartes and Di — happy with your 
Brforis. 


Some of the tasks are peculiar: 
fetching a toy boat for Andrew's 


bath, getting Di her wig, giving 
Fergie freckles, eso 
idiosyncratic jobs can be 


completed using objects you're 


carrying fromthe startofthe game, | 


such as matches, or with other 
items that you find around the 
royal residence, 

H the job isn't done pertecthy, 
you'll incur the footsquelching 
wrath of a guard who can kill you 
by touch or with a rífte shot, To 


escape him, you haveto disappear | 


behind a secret panel = which also 
gives you access to the dungeons 
bencath the Palace. 


SS 
- You just can't say no to à prince of the realm ... 








PAUL 






hard. Flunky is more of the 


“ Idon'tlike this kind of game much. Popeye was cute and clever, 
but Don Priestiy's following game, Trapdoor, was annovying and 
same, 







though the humour has 





increased to a Spitting Image scale. The characters move around 
stowly with the same old blocky and jerky animation. Fiunky is 
decent as a follow-up, perhaps, but not much fun. " É 

51% 











|» Discovering skeletons in the royal cupboard 
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“Funky ia a pretty attractivo looking as if he's been to lhe 
nterestina, well- Roger Moore school of. 


game = | 





eyebrow ling). And 
mostofthe Royal Familyisat 
playing screen is small, and 
there's some nasty colour 
| Clash. Overall, Flunky is an 
average puzzie-solving 




















"time round. But though some 

of the eponymous servant's 
problems are quite dHficult, 
there's a limit to its 
addictiveness. And Don 











When you've completed a task 
tor one of the Rovyals, they must 
sign your autograph book. 

H you've collected all their 
signalures within a set time, you 
should enter the Queen's throne 
room and complete your final task 
for Her Majesty. That done, your 
days as a royal flunky are 
successfully over and vou can 
retire happily (perhaps to become 
a character in Shftip & Co...) 


COMMENTS L. 
Joysticks: Cursor, Kempston, 
Sinclair 


Graphics: typical big, 
fara A Don Priestiy 
characters, well-coloured 
Sound: spot FX | 
Options: playabie infive (cina, 
cinque, cinque, a 
languages; definabla keys 
General rating: Flunkyis a 
good-looking arcade 
but it's monótonous: 
the original scenario 
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| ES TOMORROW'S SOFTWARE TODAF 
| Units 2/3, Holford Way, Holford, Birmingham B6 7AX Tel: 021 356 3385 






















Producer: Imagine 
Retail price: £7.95 
Author: Dinamic Software 









kg B, pepuisea by the growing 
reed and powerust of 
ugern Gremia, the warrior 
eh isa resolves to overthrow 
his monarch. 

Arkós begins his destructive 
quest in the dank arcades of the 
planet Hypsis, running and jump- 
ing through the flick-screen 
































“The onhy decent of 
Game ada is the ing 
screen, showing a & 

dressed girl... esse a 
the graphics are badly- 
d butthe backgrounds | 


are 900d. Colour is used too 
much, so the screens are | 
always full of clash, 


And 
| there's no tune, just firing FX. 
| Butthe big, irritating latdown 
is that once you've been | 
killed, even on Level Two or 
Three, you go back to Level 
One again! namic seems to 
have concentrated on design 
more than the qualky of 
gameplay here, and wasn't 
avery successful move. “ 
63% 


Producer: Atlantis 
| Retail price: £1.99 


E idden in the black nothing- 
ness of space, a Star Wars 
| kilor satelite lies in wait. 
ouddenty it unlgashes a devastat- 
ing energy ray on another satellite 
— and the world realises the 
weapon is under unauthorised 
control. Terrorists, perhaps, Every 
two hours, this deadiy hardware 
and the two satellites it controls 
are destroving one of the other 
satellites that make up the protec- 
tive space-umbrella. 
Disaster is close. It can only be 














' Pick Up vous eso riio;i find 
| à hostite alien planet, land 
| your ship where the natives 
| can find you, and go and 
| hack, pilage, maim and 
| generally make life 
little 
| things. Graphically Game 
Over is pretty good: the 
sprites are clear and quite 
well defined, though the 
terrible colour clash is 
another matter. Sonically the 
game consists of a few 
unimaginative blasting 
noises. Overall, a barely 
average shoot-'em-up, " 
















underworid, aided by lifts that take 
him to higher fioors or provide 
moving stepping stones to the 
next screen, Ut % Arkos falls from 
one of these elevated plattorms, 
ne loses a life. (He starts with 
three.) 

Guardian robots ride the air 
firing at our hero, and laser-shoot- 
er3 aim at his body. Arkos has only 
limited energy to survive these 
assaults. 

For protection the warrior 
carras a blaster with unlimited fire 
power, and a stock of more 
powerful grenades. Whenever 


ing o 118 Bj And te 


18 reasonable, with tm 
pricsçõr nt FX for telephones 


“and beeps when you get a 


code wrong. This is 
Similar to the Hacker games, 
“and at this price it's a must 
for brain-banging freaks! ” 








- Hacking and puzzles are the name of the game in Satcom - mostly done from the 








“-pering = by entering companies" 
| Computer systems, 


md q im om polo” A, 


“ The Mon ofGamea perdas very much inthe Dinamic a Moves) 
collisio bute 


programming style, 


problems, detailed Aa and doubls ioading, At these things | 


add up to a very poor imitation of Green 


Imagine. " 





| Arkos destroys robots or monsters 


he gains points. 

vertually Arkos encounters 
red and white barrels, which he 
can destroy with three blasts. 
These then endow special powers 
upon him — energy hearts restore 
his flagging reserves, 'pow up' 
increases his fire power, and a 
force field offers protection from 
shots and collision. But be 
warned. some of the barreis 
conceal mines which kill at the 
slightest touch. 

nee through the prison 
chambers, Arkos must cross a 
Swamp where he finds 
regenerating  greem monsters 


avoided by some technical tam- 


via phone 
lines, and breaking a senes of 
number and colour codes. 

At the start of Satcom you have 
a single telephone number, for a 
compan 
pheries 
dentes all Connection with the orbi- 
tal shenanigans, their number pro- 


» inca tho oiigltal Hicier — wiidci MRE Indnad o 
et tp pad ng spa integral part of Satcom. 
fitwero spoedod TERRE ess offindina telephone. 


| face to face with the towering bulk 
ofthe Giant Orko, who can with a 
| JUMP and a THUMP squidge the | 


called Global Atmos- | 
K. And though the firm | 
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56% | 







occupying a platform world, and 
deadly rocket ships which streak 
across the skies. f our blasting 
warrior successiully negotiates 
this monstrous flock he comes 

















very existence from Arkos's frame. | 
So this overdeveloped creation 
must be ruptured by 40 shots = a | 
grenade counts as four shots — | 
before it goes to meetits maker. | 
Then onhy the three giant robots | 
remain, and they can be taken out 
with 20 well-placed shots each. 
But Arkos's adventure is far | 
from over. Here Game Overmoves 















vides You with a valuable starting 


Through a brief phone link-up, 
you can acquire valuable informa- 
tion from companies and institu- 
tions. This information is examined 
in the program's logic analyser 
and passed on to the data screen. 

The data screen displays the 
first half of a six-digit number — a 
company code — and the sum of 


m some potential as a 
nstands star? it's far too easy: the. 


Pe big dn didi 





message 
your display of endurance, A cure for 





that greets y 


toasecond world, as Arkos travels 
to the planet Sckunn to test his 
fighting skills in a forest land. (This 
and can only be accessed with a 
code from the first half.) 

Now Arkos has a giant laser, 
with increasable fire power, 
instead of grenades. This he can 
use against the enemy Kaikas and 
secure his passage to his ultimate 
goal, the Palace Of Gremla herself. 

There he is contronted with 
further robots, fireball-shooting 
Leisers-Freisers, more laser- 
shooters and finaly the Giant 
Guardian. This personification of 
evil must be destroyed section by 
section with 60 carefully-aimed 
| shots before it gives up its. 
| mechanical life. Only then has 
Arkos completed his quest. 


ELSE 3 













Producer; Gamestar 
Retail price: £7.99 







merican football is a game 

in which weill-padded men 

wearing moped helmets 
chase after a rugby ball. Frag- 
ments of intense activity are fol- 
lowed by deserts of intenser 
tedium. 

Now you have the opportunity 
to participate in the rough-and- 
tumble of this game, as American 
as Mom's apple pie, a halí-eaten 











|| Big Mac and an Oliver North | 


Congressional testimony. 
In Gamestar's simulation you 
“| | select two teams from a choice of 
| 28; the ability of each 11-member 
|| team is summed up in terms of its 
1] coach, quarterback and other 


1 | Computer in controlling its own 

“| | men. Choosing both your own and 
* || the computers teams, vou 
effectively have a fine-tuned skill 
lavel. (There's also a two-player 
option.) . 

One side is designated offensive 

jattacking) and the other 
| ço The oflensive side has 
our 
take the ball forward ten vards, 
using its chosen strategies. And if 
successful the team has another 
| four chances to do the same. 

But ifthe attackers drop the ball, 
are successfully tackled or take It 
out of bounds, the down is over. 
When all four downs have been 
used up, the other team takes the 
gu ção role. : 

"y game begins with a 
ichort. Moments after the e 
the perspective changes to that of 
the opposition Kkickoff-returner, 
who catches the ball. 

When the ball has been kicked 
off and returned, both sides try to 
take the ball into their opposition's 
end zone, tha area in front of the 
goal posts. f you succesd, you've 
made a touchdown worth six 
points. After a touchdown, there's 
another kickoff and it all starts 
again with another four downs. 

Points can also be eamed irom 
field goals (kicked from a distance, 
they're easier than touchdowns 
and only give you three points), 
and there's a one-point bonus for 
kicking a goal after touchdown. 

in game mode, the screen 
shows Ne “etd from the 
perspective of the attackers, with 
defenders constantiy adjusting 
their positons and flinging 
themselves forward to tackle the 
runner or ball-carrying man. 

Each side chooses its. strategy 
in scoreboard mode from a 
selection of coordinated team 
| movements known as plays. Plays 
— with names like nickel left, safety 
| blitz, blast right and streak left = 
| are chosen every time a new down 
begins, They must be selected 


Presentation 
Graphics 
Playability 
Addictive qualities 
Overall 





the following three digits. lt also 
says whether each of those three 
digits is odd or even, and which is 

ne biggest and which the smal- 
host 


“Hs therefore possible to narrow 
the thousand possible three-digit 
numbers down to just a few, and 
so complete the company code, 
| Wikth this you can get desper into | 
the system and access further 
information. 

Ulktimately you have to reach the 
satellite-control system itself, and | 
| trigger the rogue satellite's self- 

destruct chanism. But don't 
forget the time screen, which 
shows the precious moments 
running out... orthe phone bill. 

















crucial players, and used by the | 


portuníties — downs = to . 








GFL CHAMPIONSHIP 





FOOTBALL 






Authors: Dennis Kirsch, Mark Madiand and Scott Orr 
within a specified time, ora penalty 


is incurred. 


Some plays are good for gaining 
quick yards, while others give you 
ress even 
further into opposition territory. 
Lines on the pitch indicate the 
ground being covered, and after 
gach play the number of yards 
needed for a touchdown is shown. 

H the action becomes too hot, a | 
team can call a “time out! which 


the chance to progr 


temporarily suspends play. 


The two sides compete over 
four periods of either four or seven 
minutes each. The team with the 
greater number of points at the 
"“endofthelast period is the winner. 





O “Talk about instructions — | 
there's reams of them, which 


could almost put you offthis game 


background to the first option 
screen and the field; its like 


| Someone beaming a torch in your 


eyes (not à game for the early 
moming, this). GFL Championship 
Football may appeal to Americar- 
football fans, but counting steps 


| to make a play and having to get 


the defence line-up exactly right is 
a bit of a downer for the first-time 


player. Losing is never very | 


rewarding, but in GFL 
Championship Football neither is 
ido part. " 


simulations is the mass of 
instructions you have to read 
through before you can even 
understand how to get into the 
game! And in GFL Championship 


And then there's the horrible green 























Footbail, the deseo is below- 
average graphics (no detail, not 
much colour), difficult menus | 
and hardly any sound, Once 
again, "m not very impressed by | 
Gamestar's product. " 

NICK 38% 


O CGFL Championship Football 
puts the player night on the field. | 
That's a great idea, making the 
sport | more  attractvo to 
newcomers, but sadiy it's let down 
by an appalling aption method. 
Play is great fun and very 
adoictive, but the slow menv. 
System makes it very awkwaro to 
play fluentiy. Still) the action 
graphics are well-drawn and move 
around in convincing formations. 
The combination of Superbowl's 
option technique  andGFL 
Championship Football's 
graphics would prove a winner — 
Weil just have to wait for the | 
ultimate Amercan-foothall 


“rel Al 


& All players marked and ready for the 
OM = Hut Hut! Hut! — the familiar cry 
of the CRASH team 


49% 


















| Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: large, but crude and 
Hick 

sound: limited spot FX 

Options: two-player option, team- 
selection 

General rating: another overly 
complicated, unpiayable 
simulation 





Presentation 
Graphics 
Playability 
Addictive qualities 
Overall 





CRASH September 1987 107 








Producer: The Power House 

Retail price: E1.95 

Author: John George Jones 

But first her 


t just hasn't been a good day can be done... 


for your family. | organs and limbs must be 
Having been convinced thai athered and carried back to the 
the Ittle light does stay on, your fridge. 


father has been imprisoned by the 
wickedness of evil spirits in a 
fridge. To release him, you must 
find eight spirit keys. Then vou can 
help Dad search for your mother. 
She's been mutilated and 
dismembered, her bodily parts 
scattered hither and thither. Still, 
where there's hope and an awful 
lot of Elastoplast, who knows what 


(ROBIN! 


| | * Got & + Cuddiy's greatest assetis its raphics, ed 

0: touch gruesome. The Foi Is dat Anna flic 
prio ps tio eso o gotinto, but borig. ER 

s very empiá 

the pi area, sã the most 

: dad 16 most enjoyable part, but 


tou undertake these simple 
tasks in a subterrangan multievel 
word of vertical passages, 
horizontal corridors, tunneis and 
rooms. But your progress through 
this land of menace and depravity 
5 hampered by myriad bizarre, 
destructive ana menacing 
devices, 

Heavy anvils keep falling on your 


pra pd ao 


>= sap ld ud cl dh - and could that 
be Mr Mangram below A 
































you to pieces 





“Sick, sick, sick! The 
programmer of Soft & Cuddiy 


heip. The smooth, slick 
graphics show heads getting 
derced by forks and four 
Pi gui 

sare a 
mite sketchy, a mi 
very well, Still, onty 
st Et fi | 
those die qui AA qu 
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head, sets of spikes pummel 
downwards onto the 
unsuspecting, babies are caught 
in stretching devices and men 
pulled apart on racks, and fiving 
blades swirl through the air. 

For protection you carry a laser 
that can destroy some of the 
ghoules and creatures of evil. But 
this weapon can become too hot 
and jam, f continually used; an 
indicator shows how close it is to 
this critical point. 

As in al self-respecting evil 
domains, the things of darkness 
can seriously affect your heart, as 
in stopping it = and you have only 
three lives, Ê 

For further protection against 
this multifarious malignancy, try 
the invisibility function. It makes 
you transparent and indestructible 
(to find out where you are, just fire 


| | your laser). 


And just think, if you get through 
all this, Mum and Dad are going to 
be SO pleased! 


Joyetits: Cursor, Kempston, 


Drinino nos and-colourtul — 

| E ad s best point 

| Cera option 
(mich doesn't work) 
General rating: an 

| ed game with good 


5 and à bizarrely 
; io 





on 6-Pak Vol. 2 














Producer: Hit Pak 





Retail price: compilation £9.95 


lemmas, problems, 
hassles. How, WE 
wondered, can we revisw 
Batty? t's a good new game, so it 
deservos dh - Dut it's just 
one sixth of a Hit Pak compilation, 





and can't be assessed entirely on | 


its own. After all, you couldn'thand 
over [1.66 and ask for one Batty, 
hold the rereleases ... 
| The solution: a brief rundown of 
the five old(er) games on 6-Pak 
vol. 2, based on their CRASH 
reviews, and the complete 
treatment for Batty. After endless 
deliberation we decided against 
rating the compilation as such; 
make up your mind whether the 
| 92000 games outweigh the poorer 
ones. 


MThe star of the 6-Pak Vol 
£rereleases is Lightforce from 
FTL, acolourful and speedy shoot- 
em-up which featured on the 
cover ofissue 34 (November 1986) 
pand was awarded à CRASH 
Smash with 91% Overall. The first 
sight of Lightforce reduced Ben to 
a gibbering wide-eyed heap on 
the floor' 





| fejesosd by System 3, is 


Minto The Eagle's Nestby 
Pandora got an Overall mark of 
B2% in Issue 39 (April 1987). This 
Gauntiet-style war game received 
mixed eriticism from the reviewing 
team. Paul loved the graphics, a 
feeling echoed in the other two 
comments, but didn't find much 
lasting appeal; Mike, however, 
said “it's playable and addictive”, 


MACEirom Cascade is the 


compilation's only simulation. You | 


take the controls of an AWAT 
fighter and blast four colours óf gut 
Out of the enemy. This was hailed 


| as “possibly the Spectrum's best 
| Mght simulator” by Mike but 


didrt keep Paul interested. 

Ace got 81% Overall in CRASH 

Issue 32 (September 1986). 

E international Karate, Ray 
Bit by 


HASH reviewers to be the 
waakest game in this compilation. 
The three original reviewers felt it. 
jumped on the beat-'em-up bus 
too late and simply wasn't done 
well, Still, ft o a respectable 88% 

RASH Issue 24 


Overall in 








E Shockway Rider, FTL's 
second offering on &-Pak Vol 
gand also the newest of the 


| rereleases, got anOverall mark of 


67% in Issue 38 last March. It tells 
the story of a 22nd-century man 
who rode in the fast lane of the 
Shockway (a new kind of public 
transport) and forgot to get off at 
his stop. Ben found the game 
“appealing = because you can hurl 
bricks at innocent bystanders (and 
get points for ft)". 
And now to Batty ... 

Batty, a small horizontally-moving 
bat, exists in à world of rectangular 
blocks. These blocks are arranged 


| in different contfigurations at the 


top of the screen, and he/she/t 
fires a small ball at them: it then 
rebounds according to the pattern 
and consistency of the blocks. 
Batty must try to stop the ball 
bouncing off the bottom edge of 


| the screen, by obstructing its path. 


Hf Batty is not sufficienthy quick or 
accurate, the ball disappears and 
the flattened batsman loses one of 
his/her/its three lives. 

The multicoloured bricks have 
different characteristics. Some are 
easily destroyved by a single 
contact with the ball, others 
require several hits, and some are 
indestructible. For every block 
wiped out, Batty receives points: 

Some blocks, when destroyed, 
drop things down toward Batty. By 


| moving to gather these, Batty can 


gain extra points and lives; 


elongate him/heriitself, increase | 


the destructive power of the ball, 
slow its speed, split it into three, or 


re T—— 


e 





obtain a laser that quickly destroys 
blocks. Yet another feature allows | 
Baity to capture the ball and. 
carefully consider his/her/its angle 
of fire. And all these features add 
points to Batty's score. 

When all the destructible blocks 
on à streen have been removed, 


- thenextofthe 14 levels is reached. 


But catching a jet pack gives Batty 
quicker progress — |t automatically 
takes him/her/it to the next level, 
Batty can possess only one 
supplementary feature at a time, | 
and on collecting a new one loses 
the last (except when the ball has 


| been splitinto three, in which case 


another feature can be added). 
To create difficulties for Batty, 
magnets contained within some 
block patterns alter the 
prediciable movement of the ball, 


- and bomb-dropping aliens patrol 


the upper reachas of the screen, 
These alien swarms grow at higher 
levels, and progress further and 
further down the screen: their 
bombs kill Batty. | 

Batty can destroy the aliens by | 
touch, by firing the ball at them, or 
by picking up the 'kill aligns'add- 
on. ts a bat's life. 


Presentation 
Graphics 
Flayability 
Addictive qualities 
Overall 





| THERE'S À NEW MAG argund and it's 
great and it's called Pro-liser. For a copy 
send 50p and a stamp to Sloneridge, 
Uppertwrpe, Westwoodsida, Doncaster, 

South Forksiire ONT 240. 


SEEKING A PEN FRIEND — I'm 15 years 
old, | have a Spectrum +, | ove football 
and Im mad on Liverpool! Fred Daly, 31 
cria Rise, Winsfrd, Cheshire CW 






FIVE NEW, original, addictive Spectrum 
games on one exciting cassette for only 
£1.991 Free details and free pokes for ton 
games for a stamp, R Burgess, 1 
Middlerteld Road, Rothertam 550 JH, 


WANTED: SPECCY PRINTER. Swap for 


| Games (originais). Write to &, Romanhurst 
Gardens, Bromiey, Kent BR2 OPA, 


PEN PAL ARDUND 13 from any country? 
| have a Spectrum + and over TIO 
games. Allan Jones, 5 Cobham Road, 
Moreton, Wirral, Merseyside, 





MY LETTER BOX is about to die from 
starvaton. Fm looking for a pen pal, 
preferably female, and will argmer all 
letters. | own amold Spectrum and have 
over 300 tities including Army Moves and 
Grange Hill. Em 14, and if you're 13-15 
et scribbling tô Carl Rosso, 40 Radnor | 

ve Walasey, Mersepside, England 
LES 9JD. 


WANTED: World Senes Basketball by 

imagine, Will swap or pay up to a fiver, 

| Phone Peter on (0932) 7B7891 after Bpm, 
lhave many games. 


FANZINE for all main micros, only 30p - 
plus AS SAE from Jonathan Morris, 187 
Perrysileld Road, Cheshunt, Hertfordshire 
ENS DTL, Issue 5 out September 14th. 


WILL SWAP MY JOYBALL, Leader 
Boaro, Short Circuit, WEAR or Cobra for 
Killed mil Dead,  Ranarana, 
Sentireland Super Soccer. Phone 
| Andrew (0438) 389460 NOW! (Please!) 


SUPER SEXY Spectrum with rubber 
fittings, comes with modem which lets 
you seduce macho  maintrame 
computers, also microdrive, Interface |, 
programmable joystick interface, 
quaranteed no steamy scenes, E 100 ono 
| (0663) 45444, 


sino mbps WANTED, exchange 
any three | N Boggt, Nightmare, 
Rally, TT Racer. Edwards, 4d Club Lane, 
Barrow-On-Trent, Derhy DEZ 1HP. Phone 
(0332) 700753. 


RO WILL SINAP GAMES with anyone in the 

word = | have over 1,200 and will answer 
| al letters. Zvika Biran, Trumpeldor-30, 
| Ramat Hasharon-4 7264, Israel. 


SEEKING BACK ISSUES ot CRASH — 1, 2, 
| Tand 12. will pay E3for each issue if it 
| 15 complete and in very good condition, 
odmon Maxwell, 77 Wilton Crescent, 

Wimbledon, Londan SW19 30Y, 





LORDS DF MIDMENT, Doomdark's 
Revenge and Tolkien are my interests, 
and Em looking tor a pen friend, Bas de | 
Bakker, Digpenbrocksiraal 22, 1077 W2 
Amsterdam, The Nethenanos. 


SWAP Deus Ex Machina, Thrust, Mien 
PR Highway, City Slicker, Sceptre Of Bagdad 
E a hotshoisior any new games. Two oí 
as Tê "Va mine for one of yours. Simon Rouse, 6 
SPECTRUM + 2, JOYSTICK, mags, a EDU. ico ra Net 
posters, 50 tapes (£400) including WANTED - PEN PAL INTO GAC so we PAKISTAN READER SEEKS PEN PALS 
Gauntiei, respondi eps Ee Pp A par = help each A Ed judge each anywhere = mala or female —- tó swap ONLY 35p — Split Screen fanzine for the 
Barbarian ai | «Agi Dther's games. es. hints and tip i ) É , 
160. Greg Parsons 26 Hell Walk ga obbs, 3? Brym games, hints and tips. Abbas Mehdi, 24 Spectrum every two months. For details 


Hedo, Lendreforgan Est, Gilfach Goch, Khayaban-i-Tanzeem, Phase V DHS call Coventry (0204) 542924 
Nuneaton, Warwickshire CVTT BUU. near Porth CF39 BUT. Karachi 46, Pakistan eg 
| |, | PI | ma À o | ML | | Ê À ! Rd | ) j À | = i À 44 | | | 
Eid | E "a "my Fi N [1 - F | k 


ue 
oo o maias pa 1 There will never be a story like this again. For the first time since 
e NAME CoaanELaoNSANSURaSENUNnEsARSMasAnAanaRaREMAA the young Cliva Sinclair put hammer to nail and invented the 
- E quRaaaasa scans tasas nenaaanAaMasNdO q spectrum, we are able to bring you the FULL and EXCLUSIVE 
: ADDRESS dee tt aa CRASH CLASSIFIEDS coupon. Last month's excerpt only hinted 
picante E cai pd revelations which we cam now, um, 

nas oenniasca caca j a do idade | ASLOLIM IR Y revegl. 

: sd esse santas cada cen POSTCODE E ad ou have heard is true. And more, THERE ARE 

o LEPHONE NUMBER ausencia E] FIVE MOR XES. There ALWAYS WERE five more boxes. 
| TELEPM : 


à WRITE AD COPY HERE ..- 


pau 
anane na same annoannEnaRNanaNaaaAE 


"They tell their own story, these boxes, grim reminders of an 
inglorious time in our not-so-distant past... and now we've 
convinced you that missing out five boxes last month was an 


elaborate practical joke, here's a quick rundown of the CRASH 
CLASSIFIEDS rules: | 


Ê 
| 
Ê 
! 
J 
É 
à 1 Thefree classified ad service is NOT available to anyone who is trying | 
h to make a profit through their advertising, though pald-for classifieds 
E may be introduced in the futura 
? 2 Ads should not be more than 30 words long (numbers, postcodes etc 
: count as one word), and should relate to an area covered by CRASH 
: q Às there Is nó box-number service, ad copy must include an address 
E or telephone number. Allads must be accompanied by the form below 
tor a copy of it) giving the advertiser's name, address and telephone 
É number. 
: 4 CRASH reserves the right to edit or not publish ads 
Ê 
Ê 
Ê 
Ê 
|] 


5 CRASH is not liable for any loss caused to advertisers through their 
advertising 


| CL E a Fou crio ária dê Erratas don't ring us up asking when 

| | it's going to be published. We'll just put as many in each issue as 

BoX 10, LUDLOW, q possible. E 
B 
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RO SRA Indiana Jones should 
prepared to wait as last-rtnite programrmina dios e a ie ve 


FOR EXISTING 
SUBSCRIBERS . 
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| rip Nana Ino 
aero e give to the Wine 
às Well as à copy o! Pete Goohe's 
Era oro games Foro neto 


runner up 
Butirstthe answers tothe quiz. 
unia from. eg cd ed 
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GHOSTBUSTERS 
ALIEN ERS 
| TH 
| MAR NATCHERS STAR tia 
|| MOONRAKER spo ad ROGERS 
| | DAN DARE DALEK E RUNNER 
COMPETITION STARFIGHTER 


There was a competitioninsidethe further runnersupgetacopyolthe 
Link! supplement itself, but thal game each. 

was run by the comic people. The The winner is David Green from 
CRASH comp was on page 78, Chorleywood, Herts WD3 480, 
sponsored by CAL, the game's while the next five are: 

publisher (and it stilismtoutyet).  mayne Eita, Panarth, CF6 EF; Bicherd 


Tr LAST THE REAL MeCOY 
FOOTBALL | 
DIRECTOR 


Itwas the ubiquitous (as Lloyd Hepplestona, Sheffield, 57 4LP; A 
| might well say) wordsquare. The Lopes PRE ANS Boom Phoriridgo. Kent” 
- outright winner gets tha game DA 7EE. 


| inlay original artwork, which was Avl Eva tin runner Lj: 
also the cover of the supplement, Wong, o Dirham, DESA GMP: Formando” 
an OINK! T-shirt, CRASH T-shirt. Jorge, 1300 Lisboa, Portugal; Paul Gray 





OINK! mug, and a copy oí the Wores, B98 80G; Ben Wobb, Oxon, OXIS rt 

game (soon's it's ready). The next Martin Oidala Surrey, KETI ZOL. Simba AVAILABLE ON SPECTRUM 48K, +, C64 

five runners up get the DINK! T- Brown, Hants, POM SNF; Somer Kurdi, FOUR LEAGUES - 20 TEAMS FACH- 38 CAME SEASON - HOME AND AMAY : FALEAGUE CUPS REPLAYS 
shirts, mugs and games, andtun | Abman, Jordan; Daniel Gritz, Lanes, FY4 EUBOPEANA E FA CUP WINHERS CUP - 2 LEGS - ABGREGATE - PENALTES : PLAVERS : MORALE SKILL + FIELO 


POSITION “SOORED: CONCEDEO - PLATED : FIXTURE LIST: PONLDL FA PTS: SCOUTS - COACA: PHYSIO. POUTA 
TEAM ; GAMBLE ema pad o SENDING OFFS - POSTPOMEMENTE - MIDINEER GAMES MORE THAN 7 WEEK 
EJURIES - FREE TRANSFERS : AETIREMENTS - BUVISELL SHARES : 3 PLAVER TRANSFER MARKE! : INTERNATIONALS 
ELROPEAN TOURS 3 LEVELS “MANAGER RATING: É1 000.000 PLAYERS : PRINTER GRTON O à RESERES 
PROMOTION - RELEGATION : IEERLY NEMS For MURTGAGE - SAVE GAME INT pe TAR: SPONSOAS 
“FULL RESAATS - SEASON TICKETS : NEXT GAME GATE MONEY - SEASON COUNTER - Ti CAMERAS - CAAD 
VIDLENCE : MANAGER APPRGADHES TESTIMONALS WEEKS PROFIT: LMTG COUNTER: WAGES INTERNATIONAL 
COMMITMENTS : MAMETEAM EDITOR ; LEAGUE TETLES AND MUCH MORE 


2 PLAYER SUPER LEAGUE 
MAN DF THE ABOVE jota BUT 2 TEAMS CAN PLAY IN THE SAME DR DMEFERENT DIVISEDAS - INGLUDES LOCAL 
DERETS ; LOANFREE TRANSFER 


AND CASH SETTLEMENTS INCREASED TRANSFER MARKETS - MANAGER DF THE | 
MONTH AMD TOP SCDREAS LEAGUE. ONLY AVAILABLE ON SPECTRUM. 


QUALIFYING GROUPS -DALO CUP: EUROPEAM EuE - TOURS: BOOK YOUR FIXTURES EMENQUES ipi | 
AMAM: MATCH RERIRUTS - SUBS TITUTION: MEXT FIXTURE - PLAYERS - MORALE - FORM : TALEMT - COMSISTENG 

CAPS AGE  AVAILABILITY - SUSPENSION  INJURIES : RETIREMENTO : SCORED WORLD RANKING SENSO 
COUNTER EXTRA TIME  PEMALTIES : SAVE GAME AMO PRINTER QETION  ROOMINGS - SENDING QOFFS AMD MUCH 
MORE ONLY AVAILABLE DN SPECTRUM 


RECORDS FILE comeansiz won amost jóvi LEAGUE TABLE ESPECIALLY 


Bispo FONTBALL CHRECTOS ANO 2 PLAYER SUPER LEAGUE - ENTER TOUR END OF SEAGOM DATA ANO 
IT INORKS OUT : REST TEAMS ; TEAMS AVERAGES - RECOROS - TITLE MINS | HOW MANY GEASONS PLAVEU 
| AND úmER INFORMATION (THIS 15 NET A GAME). ONLY AFÁILABLE o SPECTRUM 


| | PLAYI NG Ti PS ALL THE TIPS 40U NEED TO WIN AF EITHER E DO 


| FODTOALL DIRECTOR, 2 PLAFER SUPER LEAGUE OR INTERNATIONAL MANAGER 


EACH GAME £7.50 ANY TWO £14.00 
ANY THREE £20.00 ALL FOUR £25.00 


Enclose chegue/PO and large s.8.e with 20p stamp attached per casseite 


D & H GAMES 


19 MELNE ROAD, STEVENAGE, HERTS 5G2 8LL 
MAKES THE OTHERS LOOK LIKE THE SUNDAY LEAGUE 


"SUST À Fey MAVIES 
me THE Sonia o JU pe] 
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HOW TO VOTE FOR YOUR FAVOURITE GAMES: give each 
of your top five games for the HOTLINE, ADVENTURE 
and STRATEGY charts a mark out of ten — the better the 


game, the higher the mark. 





CRSIIENSIIR CI ESA a 





he £40 of software I'd like If | win first prize, but |know some 





Send this voting form to: CRASH 





tab FARO o ur ADS 





PO Box 10, Ludiow, SpropstiraSVB 1 1DB 


MN ESTONTANHERNERS o Rn nn 


HOTLINE CHART 


TITLE 


Ca ses o DADA ro MI ET, PENNE Um 0, q RD RD e E E 
PET (5 oi UN PULEIDIO 7 SRI RES a RSRS NS ASSENTO NA CCEE RASA Pa 


POSPONÊ: ass asas r AS 


T-shirt size 
This is the E40 of software I'd like if | win first prize, but | know some 
games are unavailable and CRASH can't promise anything sis 


Send this voting form to: CRASH HOTLINE CHART, PO 
Box 10, Ludlow, Shropshire SYB IDB 
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RUN FOR Your LIVES. 
KIN & GRUB 15 
CON Elio 


—— 


PREVIEW TIME comes round 
once more with a selection of 
es bound to astound and 
deight, and in one case actually 
designed to shock your 
seênsibilites as nte people. 
Having seen Richard Branson 
uncomiortably. splash down in, 
and be violently bounced across 
several miles of, the unyielding 
Atlantico Ocean, you could be 
forgiven for thinking that the title of 
Virgin's next game comes from 
his feelings toward the laughing 
world on that wet occasion. H's 
called How To Be A Complete 
Bastãro, and whlle I'm sure the 
erstwhila Virgin boss isn't above 
using such language when damp 
and sore, the game is, of course, 
based on Adrian Edmondson's 
bock of the same name (there, I've 
avoided offending by repeating 
that word). 
k features Ade himself romping 
around a yuppie party trying to 


cause as much trouble as 
possible. 

Talking of troublemakers... 
Jack he Nipper, Gremlin 


Graphics's litile horror, is back in 
Coconut Capers. After the trouble 
he caused in his last adventure the 
brute and his family have been 
deported to Australia. But our 
nappy-clad friend doesn't fancy 
the idea, and leaps from the plane, 
using his nappy as a parachute to 
descend upon an unsuspecting 
jungle. 

HKather than abandoning the 
poor lad, his father makes the 
stupid decision of jumping out 
after him. Jack roams the forest 
wreaking havoc, unworred by the 
marauding spear-carryingnatives, 
whom he fights off with coconuts. 

As in his first adventure, the 
brat's objective is to reach 100% 
on the Naughtyometre — and to 
avoid getting a spanking from his 
dad. With tasks such as thumping 
Tasmanian devils on lhe head, 
bribing monkeys and teling bad 
jokes to the hyenas, Coconur 
Capers looks like i's going tô Be 
as fun as Jack The Nipper (omash, 
Issue 30). 

And so to more violence, this 
time from Martech: Siaine, based 
on the character in lhe comic 
2000 AD. And get this for a control 
method - the player controls 
Slane's mind - This idea, 
developed by the programming 
team Creative Reality, |5 called 
Reflex. All Slames possible 
responses to each situation are 
shown onscreen, and the player 
has to decide whlth course of 
action to take. The action 15 then 
shown graphically, and a new set 
of problems. and possible 
solutions created — all at ighining 
speed. 

Martech has high hopes for the 


technique, and soon you can 
judge Reflex and Slainefor 
voursell, because the game Is on 
the CRASH Sampler next issue. 

Still nt pours in... Violence! 
Killing! K's enough to turn anyone 
into a bit of a deviant, and there's 
even a new game called Deviants, 
from Players. Though author Colin 
Swinbourne hasn't decided on a 
story line yet, he can quarantes it 
will feature loads of killing because 
he's feeling particularhy murderous 
at the moment. Well, that suits me 
fine. 

Now for something completely 
different: Knight Orc- a really 
rather pleasant adventure from 
Level 9 to be published by 
Rainbird. h's got nice lambs, fields 
of flowers, Julia Andrews singing, 
embroidery and this greai 
lumbering Orc called Grok nho 
kills and mains everything in sight. 
OK, OK, so it's gruesome and 
violent and horrible. Dont blame 
me, | just report these things. 


Knight Orcis an imnguing 
adventure of  dusion | and 
deception, with some. qrea 


interactive characters who lead 
their own lives and may affect the 
outcome of the game. lt's in three 
parts: Loosed Ore, 4 Kind 
Magicand ' Hondas OF The 
Mountain King. Uniortunately 
Knight Orc on the Spectrum won't 
have the digitised graphics of the 
other formats, butit'l stillhave the 
intricate párser and high-level 
commands. 


Of 





Ran a nã 


The CRASH crew (Roger, Ben, Mike and Richard) enjoys a pleasant aftermoon in 
the company of Grok the Orc (Adrian Howells) to celebrate Rainbird's hnigit Ore 





p- Kill, Ki, KIM: Devianis from Players 


n- Mr Edmondson demonstrates how to be à complete thingy in Virgin's licenca 





HOW TO BE 
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- Martach's Siaine character Is really trying to say 
'Big Mac with cheese, hold the mayo' 












T The most falthful arcade conversion yet? Firebird reckon 30 = it's Bubble Bobble, 
Oui 5s00n on tha Spectrum 
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US Gold has just announced its 
major new label GO! the first 
release will be Trantor = The Last 
a ts Stormtrooper. Trantor, well 
- Prepare yoursel! for a Jack attack in Gremiin's Coconut Caperst known for brutality and violence, 

: = Is out to smash the growing power 
of the New World Nebulithone 
before its atomic threat turns into 
an awtul cataclysm of contflict. It all 
sounds incredibly nasty but the 
graphics are rather neat — which, 
of course, makes it all worthwhila. 

Everyone at Hewson i5 talking 
about their new and immensely 
viotent Evening Star, about a 
crazed tram which biazes through 
the Somerset countryside ripping 
up hedgerows and figids, mincing 
cute gambolling lambs as it 
terorises the... oh, hold it. 
What? it's not violent? 

Em afraid Evening Slaris 
ip a quite sedate game = it's 
the follow-up to Hewson's highly 
successful train-driving simulation 
Southern Belle (reviewed in Issue 
20, back in 1985). With a powerful 
steam locomotive in the title role, it 
sas masked vector graphics to 
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E Youparsimonious pangenetic pilgartic panic-stricken 
Haddock won't shut up till he's got a Tintin game...) 


Come on baby, light my fire: Trantor = The Las! Stormirvoper from GO! 


GHERGÉ Exclusivitá pour | Europe Ed.Casterman 


programmers, you! (Captain 
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reproduce the 


| railway's 
landmarks, There are plenty of 
details and tricky situations to deal 


with, so Evening Star should 
appeal to the more 'sophisticated' 
games-plavers and railway 
enthustasts. 

Remember all those wet 
afternoons with nothing to do but 
mark Off crosses on pieces of grid 
paper with a friend in the hope of 
sinking that elusive submarine? 
toudo? Well, so do Elite, and now 
they're about to release 
Battleships — a computer version 
of the classic game. “Il have 
square C5 please Bob ...' 
Arrrgh, you've hit my Sinclair trike 
now! Battleships, programmed by 
the team who brought you 
Commando, Ghosts 'N' Goblins 
and Space Harrier, features tha 
familiar strategy elements with 
some playability, addictiveness 
and decent presentation thrown in 
ior good measure. 

The game plays in four phases, 
Enemy ln Sight, Attack, Under Fire 
and The Victor. Ht's out on Tá 


September, |'ll take square 63 
now — boom! That's not a 
battleship, that's Richard Eddy in 
a wetsult... 

Monster arcade action in the 
form of spitting Brontosauri is the 
subject of Flrebird's latestarcade 
conversion, the very attractive- 
looking Bubbie Bobbie (see the 
competition on page 43 if you'd 
like to win the arcade machine 
itself). Firebird think it's one of the 
most faithful conversions ever 
tackled, with the pod containing 
all 100 screens of the original. 
Sorry | haven't got any Spectrum 
screen shots yet, but with no 
expense spared, Firebird sent me 
one taken in their local coln-op 
palace, só here ft is. 

Finally, here's a preview so in 
advance of itself that you could call 
t the exclusive to end all 
exclusives! As a kid (not so very 
long ago) | can remember my 
schoo! split into two camps - 
those who thought Asterix was the 
best, and those who far preferred 
the more adult and incontestably 
intellectual Tintin (| was one of the 
latter). His Belgian creator, Hergê, 
died quite recently after producing 
25 beautifully-drawn and coloured 
comic books over rather more 
years. Recently Tintin has enjoyed 
a renascence and been taken to 
heart by the trendy comic literati. 
Since Asterix has been given a 
chance at being a game (and 
rather messed itup), Nick Rodwell, 
who owns a small shop in 
London's Covent Garden and 
represents the Belgian copyright 
owners, reckons it's now the tum 
of the famous boy detective and 
his madcap friends. 

Nick isn't too sure he wants to 
let go of this valuable licence to 
just anyone, and he hopes to ses 
the game made the way he feels it 
should be made, by going italone 
rather than tying up with a big 
software house. To that end —- and 
here's a genuine appeal —- he's 
looking for an established 
programmer who also happens to 
be a Tintin aficionado. There must 
be someone out there! If you're 
interested, write to Nick at Pilot, 
4 Floral Street, London WC2E 
Sb, and just tel him Lloyd 
Mangram of CRASH sent you! 

As the game progresses, Il 
keep vou informed of all 
developments. It should be ready 
by this time next year = when we 
may be seeing a Steven Spielberg 
film on the same subject. 
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Dave Thompson, ountor: end 


author of Advance's. Butch Hard 


Guy (see CRASH Issue 38), is 
ready to unveil his latest 
escapade into violence 
bloodshed with ULC.M. - The 


and 








| Recs make, their way back to 






Ultimate Combat Mission. lts with 


set way in the future, at a time 
when the earth is plagued by 
supercriminals — and two of the 
malicious | 


most vicious, 
evildoers,  Warmonger and 
Mandroid, have escaped from a | 


space detention centre orbiting | 


100 miles above the earth. 
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| gun turrets, each with two laser 
pese which can A goeçã in 





looks À like being 
a shoot- pita DA 
las bringvo 
nor 


This 
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“READERS' 
“SPECIAL DISCOUNT | 


OFFERS | | 


OFF 























star e | AN Y TU 
seca ce AURA, ALL IN 

at fa a CL 

Nexus £9.95 | Es : VAT EPs ar 


"E1 OFF ANY OF THESE GREAT GAMES( 


Normal retail prices « are ama | lê knock off the discount on the form below 


PLEASE NOTE: This altar is only subject to the 
| discounis detailed above, no others will be | 
| accepted (such as Subscribers' extra discounts, 
| or the normal CRASH Mail Order bulk buying dis- | 
| counts). All tha above were reviewed in Issues 43 | 
| and dá of CRASH, most are already available; we | 
will despatch orders as soon as possible but you | 
may have to wait longer than normal for those 
games which haven't yet been released, | 


CRASH SPECIAL DISCOUNT OFFER 

| would like to order the following game(s) and understand that | may 
deduct £1 off the quoted price for any ariga order, or ES off any pair of 
games ordered (lor example, | can deduct Ed from the total prices of three 
games, or £6 from four games). I've hsted them below, and enclose a 
cheque or postal order made payable to NEWSFIELD LIMITED. 


DSI EIESTEICILEE SE LEITELCIECCECTELCCIE CETTE SCI TECTESTRISIAISEINEIIT 


EA RA REST ECEIETTETETETEECI TES TRCIELSEICSEL EIS ESEIELSSISLI sis IICA 


PLEASE DEBIT MY VIGA/ACCESS ACCOUNT É pe 


Uwrish to pay by Vi Visa/Access idetate n5 apps cabla) 








Sighaturo Expiry Date 
Please Charge My Account No: 


CRASH MAIL ORDER, PO BOX 20, LUDLOW, 
SHROPSHIRE SY8 1DB 





THE LAST TWO GIVELINGS WERE RE LED TO] | 


sis HEY SAY THE “PRIN 
JOIN TRE OTHER “SOUNESTERS 4 S1S — THE OLRIES K THE 


| LIGHTOINERS WANT 
NOM Ui THERE TRIBUTE — pi DO À dera t a 
UT BET LÍES IN REEE ANE MO ad 


— IT WILL PREPARE 
vou FOR THE MOST. 
GLORIOLS JDU 

DF rbLuR Liv E! 


Et | | STENT CROSS MONEP To 
rtp Sa | | | vi pd, e EDGE ANP SLI 


ALL IPO IS = 
SEE gs 
me jo 
vB DENSO ese 
LET OUR 
BIWELINGS REJOCE* 


| ÍY WAS HOT FROM THE 
| SEARING — BUT CROSS 
[PID NOT REGISTER 1 


GIVELINGS 
THIS TIME cod 


MET EARLIERINTHE | 
Egas ad 6 toco pt THE MIGHT or 
“TO HRVE HTTACHEP ITSELF TOÉROSS | E 
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É NOW LET'S | e THE BAND OF WUNGSTERS WERE OBLIV 
| : TO THE NEM HRRIVEL 2 á ty e a 


| e CHANTING FIND. SWAVING IN A 
( per É EVER OWN a 


AND AS IT COME | 
TOA HALT, CROSS 
À LOOKED UP; 


SS FOUNP Hi F 
TO PAS CND HIS E ad 


THE COMPUTER IN UM HAD TARÉN 
ONER = IMPRSSIVELY PNALY SING. 


THE CR 
( LIGHT GIVERS 2 


ext Mi onth: Anchor in Space / 
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= SO MH da 





Midas di 





Spectrum Cassetio E155 
abc l= Commodore 5d Cassete E9.95 
vie eo ag ao Commodore 64 Disc EM 
eta enha Amstrad Cassette 5.95 
ie Amstrad Dis:. F455 [DR ! 
Atari ST coming soon | Pro a Ar 


ip Ro É frog iio a ipaçã lh 


REI E £ SE DATE : cora - 4 


Sept 14th 


€ Elite 1987 


ELITE SYSTEMS LTD. 
Anchor Houso. 
Wialsall, West Midlands 
WSS BPN 

Telephone: (0422) 55165 
Tele: 236130 ELITE 6 


Mail order, 

just senda chequeor 

postal order payable to 
ELITE SYSTEMS LTD. 

or quote pour credit card No. 


Ext 





